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PREFACE 


THIS BOOK is of a two-fold nature. First, it is a presentation of the 
possibilities of developing a socially conscious individual in the young 
child through his participation in folk plays and games. It is not to be 
inferred that such activities will solve all problems that arise in the 
process of socializing the child. The material is a plea for the parent, 
teacher, and play director to consciously realize their responsibility 
in influencing and directing the behavior of children in their care. It is 
to be hoped that all teachers of play activities will recognize folk games 
as one tool through which understanding of human relationships and 
appreciation of the rights and customs of other peoples may be devel- 
oped. Secondly, it is a source book of folk, games, contests, relays, 
and stunts. The activities are classified according to country, age, 
strenuousness, intellectual appeal, and adaptability to playing area. 
The classification according to country is not based on the changing 
map of Europe. The traditional games are herein presented as the play 
heritage of all peoples. 

The need for the book has grown out of the great change in edu- 
cational procedures within the past decade. The emphasis is now being 
placed upon the development of the whole child in keeping with his 
capacities, his individual needs, and his relationships to the group, to 
society, and to all mankind. Attention is being given to the integration 
of subject matter. 

Play is recognized as a valuable aid in helping the individual to 
adjust to the strain of modern life. It is one channel through which the 
child may experience social contacts, and when properly guided, may 
find himself richer for having participated in group activities in a 
pleasurable manner. This book is designed to help give to the child 
material in play that will hold his interest; material that will lead to 
the development of a wholesome personality based on an understanding 
of human relationships; material that will promote appreciation of 
other peoples; and material that will foster service to mankind as the 
ultimate goal of life. 


ACKNOWLEDGMENTS 


THE AUTHORS are indebted to many persons who have made this book 
possible. Especial gratitude and appreciation are due Mrs. Anne 
Weatherly Ethridge and Ernest Ogden Hunt for continual inspiration 
and encouragement throughout the undertaking. 

For personal conference and critical reading of the manuscript, 
sincere thanks are due Mr. William Marion Kethley, President of the 
Delta State Teachers College, Cleveland, Mississippi; Dr. William H. 
Zeigel, Dean of the Delta State Teachers College, Cleveland, Missis- 
sippi; Dr. George M. Gloss, Professor of Health, Physical Education, 
and Recreation, Louisiana State University, University, Louisiana; 
Miss Ruth I. Price, Director of the Dance, Louisiana State University, 
University, Louisiana; Miss Faye Sybil Jassman, Instructor in Phys- 
ical Education and Recreation, Northwestern University, Evanston, 
Illinois; Miss Jane Oliver, Acting Director of the Elementary Demon- 
stration Schools, Delta State Teachers College, Cleveland, Mississippi; 
Mrs. Edward H. Green, National Board, Young Women’s Christian 
Association, Cleveland, Mississippi; Dr. Richard A. Bolling, First 
Presbyterian Church, Cleveland, Mississippi; and Dr. Kenneth L. 
Daughrity, Head of Department of Languages and Literature, Delta 
State Teachers College, Cleveland, Mississippi. 

Illustrations were made by Maxine and Nathan House. 


Delta State Teachers College 


Cleveland, Mississippi 
Sarah Hunt 


Ethel Cain 


CONTENTS 


PREFACE vii 
ACKNOWLEDGMENTS ix 
CHAPTER I 

Folklore in the Play Patterns of Mankind I 


Significance of folklore in the story of mankind, 1; Folkways and 
human relationships, 2; Play, a heritage from ancient man, 2; 
Universality of play and game patterns, 3; Similarity in play, the 
result of man’s biological inheritance, 3; Variability in play, the 
result of social and environmental forces, 4; Folk games, 4; 
Games origins, 4; Bibliography, 6. 


CHAPTER II 


Understanding Human Relationships—A Present Day Need 8 


Function of education, 8; Understanding, its meaning, and sig- 
nificance in human relationships, 10; Developing appreciation of 
other peoples, 11; The balance of personality, 12; Integration of 
the individual and society, 13; The teacher, a factor in the devel- 
opment of the child, 14; Promoting a new concept of human 
relationships, 14; Developing an appreciation of other peoples, 
15; Influencing the balance of personality, 16; Integrating the 
individual and society, 17; Bibliography, 18. 


CHAPTER III 


Play Activities and Folk Games in the School 2I 


Socialization through play, 21; Organized games, a tool in the 
socialization process, 23; Folklore in the school, 25; Contribu- 


tion of folk games, 25; Bibliography, 27. 
xi 


xii 


Contents 


CHAPTER IV 


To the Teacher 
General classification, 29; Definition of terms, 29; Game, 29; 
Hunting game, 29; Athletic game, 30; Pastime game, 30; Relay, 
30; Contest, 30; Stunt, 30; Specific Analysis, 30; Suggested steps 


in teaching, 32; Bibliography, 34. 


CHAPTER V 


Games of Many Lands 


Africa, 35; Alaska, 45; Arme- 
nia, 52; Belgium, 55; Borneo, 
57; Burma, 59; China, 62; 
Cuba, 84; Denmark, 86; Eng- 
land, 92; France, 107; Ger- 
many, 109; Greece, 114; Ha- 
wali, 125; Holland, 127; India, 
130; Ireland, 139; Italy, 142; 
Japan, 147; Korea, 157; Mex- 


KEY TO REFERENCES 


BIBLIOGRAPHY 


ico, 161; North American In- 
dian, 166; Norway, 184; Pal- 
estine, 186; Persia, 189; Phil- 
ippine Islands, 194; Polynesia, 
205; Puerto Rico, 207; Russia, 
210; Scotland, 213; South and 
Central America, 217; Spain, 
222; Sweden, 226; Syria, 230; 
Turkeyse2 42. 


INDICES 


GAMES OF Many LANDS 


AcE LEVEL 


Games for Primary Grades 


Games for Intermediate Grades 
Games for Junior High School 


DEGREE OF ACTIVITY 


Active Games 
Moderate Games 
Quiet Games 


29 


39 


237 


240 


243 


243 
244 
246 


247 
249 
251 


Contents 


PLAYING AREA 


Games for the Gymnasium 
Games for the Playground 
` Games for the Schoolroom 


TYPE oF GAME 


Athletic Games 257 Pastime Games 
Contests 258 Relays 
Hunting Games 258 Stunts 


ALPHABETICAL INDEX 


xiii 


25I 
254 
257 


260 
261 
261 


262 


GAMES THE WORLD AROUND 


CHAPTER I 


Folklore in the Play Patterns 
of Mankind 


SIGNIFICANCE OF FOLKLORE IN THE STORY OF MANKIND. Folklore is, 
in a way, a thread from the past—a relic of the fancies and conceptions 
of various peoples. It pictures the life of a people in tradition, belief, 
custom, and legend. It is a survival of ancient mythology, giving us an 
insight into man’s ways of behaving. It not only serves as an index to the 
behavior patterns of our early ancestors, but it also throws a light upon 
some of the customs of the present day. For example, the common prac- 
tice of “knocking on wood” to ward off ill luck is said to be derived from a 
custom of early Christians of touching wood, upon occasions of happi- 
ness or good cheer, as an expression of thanksgiving to Christ who died 
upon a wooden cross.’ The many varieties of the game “Wood Tag” in 
which the runners escape being tagged by touching wood may have their 
origin in this ancient custom. 

The study of folklore emphasizes the contrast between behavior influ- 
enced by custom and behavior as the result of man’s creativeness. Folk- 
lore tends to crystallize traditional patterns of behavior more clearly and 
to render them more articulate than any other cultural form. It portrays 


1 See Eichler, Lillian, The Customs of M ankind. New York: Nelson Doubleday, Inc., 
p. 667. 
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the color and quality of the feelings and traits of a people in forms of 
song, dance, play, and verse.” 


FOLKWAYS AND HUMAN RELATIONSHIPS. Folkways are the expressions 
of human behavior that grow out of experiences guided by tradition. They 
are behavior patterns that develop from group interests which uncon- 
sciously evolve from the habits of individuals. These habits are the result 
of the individual’s efforts to satisfy his natural desires in accordance with 
physical and social requirements. Individual habits die with their pos- 
sessors, but folkways live on in the survivors and are recognized in various 
patterns of human behavior.® 


PLAY, A HERITAGE FROM ANCIENT MAN. Throughout the ages man has 
engaged in some form of play. The play of primitive people was very 
simple as compared with our play today. However, it was from these 
simple forms of play that early man learned many facts about life and 
the things of life that contributed to his development. 

The first playthings of man were the things of nature—the nuts from 
the trees in the forest, the shells and objects along the seashore, the twigs 
and sticks that grew in varied forms, and the multicolored rocks and 
stones. As man played with these objects, he also observed, reasoned, 
learned, and developed. As he developed, he tired of his simple play- 
things. He began to experiment with his own mechanism by testing his 
skill and strength, matching it with that of his associates. He ran races, 
wrestled, and engaged in contests of various types in order to prove his 
worth.* 

Later he began to invent playthings such as clubs, kites, balls, dolls, 
and musical instruments. Through the use of these playthings he began 
to reason out games in which skill played a big part. The play patterns of 
today are more complicated than those of early man; consequently the 
playthings are more highly developed. The toys of children and the games 
and sports equipment of adults are evidences today of man’s development 
in science and invention rather than in the development of the playthings 
themselves. The football of highly tanned pigskin is primarily a play- 
thing of the American boy today just as the ball of Yucca leaves was of 
the Indian boy of long ago. 


2See Benedict, Ruth, “Folklore.” Encyclopedia of Social Sciences. New York: The 
Macmillan Co., Vol. VI, pp. 288-293. 

3 See Davie, Maurice, “Folkways.” Encyclopedia of Social Sciences. New York: The 
Macmillan Co., Vol. VI, pp. 293-296. 

4 See Eichler, Lillian, op. cit., p. 693. 
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UNIVERSALITY OF PLAY AND GAME PATTERNS. The many games that 
are popular with our boys and girls today are essentially survivals of the 
play patterns of the past. They are generally played in some form by 
children all over the world. The game patterns are consistent and have 
spread from country to country with minor variations and changes of 
name. For example, “Blind Man’s Buff” is played in almost all countries. | 
As far back as 239 A.D. the Roman children played the game, calling it 
Murinda. In Germany it is called “Blind Cow”; whereas in Spain the 
children know it as “Blind Hen.” English children have called the game 
‘Hoodman Blind,” for they used to cover the “blind man’s” head with a 
hood. American children sometimes imitate the English custom by placing 
a boy’s cap on hind-part-before. 

The activity of a game may influence the name given the game. In 
“Blind Man’s Buff” the word “buff” is said to be from the slap or buffet 
that the players may give the blindfolded player in some varieties of the 
game. Evidence of the custom of striking the blind is noted in the Chinese 
game, “Call the Chickens Home,” although the word “buff? does not 
occur in the name of the game. 

Varieties of tag games are played in nearly all lands. The game “Fox 
and Geese” and variations of “Hide and Seek” are known to children in 
many countries. Activities such as leap frog, jumping rope, swinging, 
marbles, spinning tops, and flying kites are played by children in many, 
if not all lands. 

Ball play is one of the oldest and the most universal of man’s play activ- 
ities. Authorities do not agree upon the inventor of the ball as a plaything; 
nevertheless, it is generally recognized as having been popular with the 
early Egyptians.’ The variations observed in the forms of ball play from 
all lands give evidences of the influence of environmental forces and 
social customs upon the play patterns of a people. However, the games 
of all peoples bear striking similarities regardless of the social and envi- 
ronmental forces—the races and colors of people, their beliefs and 
customs, the factors of climate and geographic location. 


SIMILARITY IN PLAY, THE RESULT OF MAN’S BIOLOGICAL INHERITANCE. 
The similarities in play patterns of various races and nations are ex- 
plained by Dr. J. F. Williams ° when he says that biologically all men 


5 See Eichler, Lillian, op. cit., pp. 697-698. 
6 See Williams, Jessie F., “Physical Education,” International Understanding, Thirty- 
Sixth Yearbook, National Society for the Study of Education, Vol. II, Section II, 


1937, P. 241. 
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are brothers. Physiology knows no racial or national boundary lines. The 
desire for activity is as natural for the child of Korea as it is for the boy 
or girl of England. The Spanish boy or girl has the same urge to jump 
and climb, to run and throw, to lift and hang, that causes the American 
child to do these things. 


VARIABILITY IN PLAY, THE RESULT OF SOCIAL AND ENVIRONMENTAL 
FORCES. It has been pointed out that similarity in the basic motor activ- 
ities of all mankind is due to the similarity in man’s physical make up. 
Differences in play patterns of man may be due in part to differences in 
customs and beliefs and in part to climate and environment. The attitude 
of various peoples toward the age-old activity, swimming, gives evidence 
of the influence of custom and tradition upon the motor activities of 
man. For example, in Holland, men and women must swim in their own 
respective beaches. A violation of this subjects one to fine and imprison- 
ment. Not even an exception is made for husband and wife. In contrast to 
the above custom, in Sumatra a couple is considered engaged when they 
go swimming together. Whereas in America co-recreational swimming is 
fostered by educators and recreational leaders as a desirable and whole- 
some activity. 


FOLK GAMES. The study of folklore in game patterns is for play what 
the study of folklore in songs is for music. Folk games are traditional 
patterns of group behavior that have come through the ages. Jensen de- 
fines them by saying, 


“Folk games as originally developed are play activities truly representa- 
tive of the cultural development and emotional attitudes of the nations 
where they are indigenous.” 7 


Racial inheritance of energy and the ability to develop skill are ex- 
pressed in the game patterns of a nation. The simpler forms of such 
games are patterned by the use of the body in jumping, climbing, run- 
ning, kicking, throwing, hitting, and the like. Even though the simpler 
games show patterns peculiarly their own in specific cultures, they have 
much in common in all cultures and are often transferred from one cul- 
ture to another. 


GAME ORIGINS. Inasmuch as all origins are generally lost in mystery, it 
is difficult to trace the origin of game patterns. Nevertheless, in tracing 


7 Jensen, Arne S., Psychology of Child Behavior. New York: Pront 
> 5) ceo . è t -H ll, I 2 
1938, p. 257. Quoted by permission of the publishers. e eyes 
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the “beginning” of certain games it is possible to recognize definite events, 
myths, and folkways as the phenomena from which the games arise. 
Many games that are old and popular are survivals of exciting, tragic, or 
comic events in history. Some games are outgrowths of ancient customs 
of religion and politics; whereas others may have their origin in folk- 
tales, folk customs, and common occupations. 

The incident from which a game arises often fades out through the 
years, but the pattern itself remains and stands out clearly. An illustra- 
tion of this is seen in the game “Hide and Seek.” Generations ago it was 
a custom of the European peasants to go out in the woods at the close of 
the winter season to seek simple laurels of spring. As they found flowers, 
birds, and insects, the villagers returned to their homes with much rejoic- 
ing over the evidence of the approaching season.* In some countries 
today, the players of the game “Hide and Seek” imitate the calls of birds 
and carry sprigs of green with them as they approach the home base. In 
this way they not only reveal the origin of the game but also bear evidence 
of an interesting custom of the past. 

It is supposed that the popular games, “Black and White,” “Day and 
Night,” “Oyster Shell,” and “North and South” have their origin in an 
ancient practice of politics. It was a custom with the early Greeks to 
exile wrangling politicians by means of writing the names of the oppo- 
nents on an oyster shell, tossing the shell into the air, and then sending 
from the city the man whose name fell uppermost. 

The game “London Bridge” is centuries old and is played in prac- 
tically all countries in the same way with slight variations in the words. 
Bancroft gives the following statement concerning the origin of the game, 

“This is a very ancient game, supposed to have originated in the custom 
of making a foundation sacrifice at the building of a bridge. The tug of war 


is thought by Mr. Newell possibly to signify a contest between powers of 
good and evil for the soul of the victim sacrificed.” ® 


Funk says, 


“The old game of ‘London Bridge is Falling Down’ comes from a tale 
of the famous bridge in London, and has been loved by little English chil- 
dren for centuries.” *° 


8 See Compton’s Pictured Encyclopedia, Chicago: F. E. Compton and Company, 


Vol. XI, 1939, P- 247. 
9 Bancroft, Jessie H., Games for the: Playground, Home, School, and Gymnasium, 
New York: The Macmillan Company, 1924, P. 280. Quoted by permission of the 


publishers. : 
10 Funk, Frances Ellen, Playtime Round the World, Chicago: Albert Whitman and 


Company, 1927, P. 36. Quoted by permission of the publishers 
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In contradiction to the above statement and suggestive of the origin 
given by Bancroft, Compton’s Encyclopedia states, 


“The ancient Teutons imagined that the dead must pass over a high 
bridge on their way to the Great Beyond. Over the golden Gjallar bridge 
warriors went to Valhalla (Heaven) ; others went over a trembling rotten 
bridge to the realm of Hell, goddess of death. The guard of each bridge 


led the people in his direction.” ** 


Interesting variations of “London Bridge” are found in the Danish, 
Swedish, and French versions. The Danish children call the game, “Bro, 
Bro, Breda.” Two players form an arch; one, symbolizing the Devil, is 
called the “Moon”; the other, symbolizing God, is the “Sun.” As the 
individual players are caught between the forces of good and evil, 
they make their choice between two tantilizing objects and join the 
rank of their choice. The game ends with a tug of war between the sides.*” 
In Sweden the players remain in two groups and the guard of the evil 
side assumes the role of the devil and strikes his partners with a piece of 
rope. The French version of the game is called “Falling Bridge” or 
“Heaven or Hell.” The players chase and tease the dwellers in Hell by 
putting two fingers to the forehead to indicate horns. 

Evidences of game patterns originating from folk tales are found ina 
Danish game, ‘“‘Robin’s Alive,” and also in the recent adaptation of a 
game, “Blarney Stone,” from the old Irish legend concerning the ancient 
Blarney castle. Descriptions of the origin and pattern of these two games 
are given in Part II of this book. 

The French game, “Blow the Horn,” the German version of “Barley 
Break,” the Chinese game, “Fishing by Hand,” and “Stool Ball” of 
English origin suggest common occupations of the countries they 
represent. 
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CHAPTER II 


Understanding Human Relationships— 
A Present Day Need 


FUNCTION OF EDUCATION. Leading educators of today agree that one 
very important aim of education is to promote the development of con- 
structive behavior that will foster the socialization of the individual. 

One might well ask why the concern about socializing the individual? 
Perhaps the answer to this question lies in part in the belief that social 
feeling is not inherited. On the other hand it may be due in part to inade- 
quate training. It would be difficult to satisfactorily prove or disprove 
these assertions. These facts we do know, however, (1) that social con- 
tacts are essential to the development of the individual, (2) that social 
relationships are universal in all cultures, (3) that great varieties of 
social traits are observed in individuals of similar ages, and (4) that the 
factors of environment are dominant in influencing social attitudes and 
behavior.* 

The objectives that lead from the aim of socializing the individual are 
the development of an understanding of human relationships and the 
promotion of an appreciation of the rights and achievements of all 
peoples. These objectives center about the task of tempering human 
emotions with intelligence, of inculcating a spirit of tolerance, and of 
providing experiences that may serve as a foundation for the develop- 
ment of an understanding and appreciation of others. 

1 See Jensen, Arne S., Psychology of Child Behavior. New York: Prentice-Hall, Inc., 


p. 469. 
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The immediate goals of education may be defined as being, first, the 
promotion of the growth of a balanced personality and second, the inte- 
gration of the individual and society. Instruction in the classroom and 
on the playground must serve two general purposes. The one is to give 
information, for knowledge is an essential for understanding of self and 
other people. The other is to create and channel attitudes of appreciation 
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of life as it has been in the past, as it is now, and as it will be in the 
future.” 


UNDERSTANDING, ITS MEANING AND SIGNIFICANCE IN HUMAN RELA- 
TIONSHIPS. Understanding cannot be taught. It, like other great experi- 
ences that touch the heart of man, can only be conveyed from one 
person to another; it is a matter of contagion, not a matter of any state- 
ment of facts. Understanding must be a tapestry whose threads are 
woven into the picture of mankind as a whole. Human life must be 
thought of as a continuous, though ever changing, process before there 
can be understanding or fruitful relation to it. It is necessary to know the 
whole human story. Ignorance is often the forerunner of doubt, suspicion, 
and hostility. Knowing may not mean forgiving, but it may mean a new 
and sympathetic appreciation. However, understanding is not simply a 
matter of knowing. It is that plus thinking and feeling. It rests upon the 
goodwill of individuals who are cooperating toward the common pur- 
pose of making life a good pattern to be lived. Direction toward this 
purpose must begin with young children in their relationships with one 
another—in their play and their work together in the home, the school- 
room, and on the playground. 

Understanding may be defined as the capacity of an individual to con- 
nect himself in a common meaning with other people, to be controlled by 
the common sense of all mankind. Each person must realize that this is 
the time in which he can fulfill his creative tasks and make his own contri- 
bution to human development, regardless of how small that contribution 
may be. 

With the young child the ability to recognize the forces that lead to 
understanding develops slowly. It is the task of parents and teachers to 
gradually lead the child into larger social groups, to promote conscious 
recognition and understanding of his own capacity for learning and 
doing, to guide him in experiences that will make for wholehearted devel- 
opment of his personality, and to show him the relationships of his own 
life to those about him. 

Fortunately, the technique of promoting understanding does not de- 
pend upon overcoming some strange feature of nature. It does depend 
upon the process of developing within each child an appreciation of the 
traits, needs, and interests of himself and of other people. Understanding 


*See Thomas, Augustus O., “Education and the World Viewpoint,” Addresses and 
Proceedings of the National Education Association, Vol. LXX. p. 188. i 
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begins with the individual. It is through the individual that the climate 
of opinion may be changed. 

As the social contacts of the child broaden and increase, he may be led 
to sense the relationship of the individual in group behavior. He may be 
conditioned to feel that to be a part of a group, he must manifest self- 
control, assume responsibility, develop patience, practice tolerance, pro- 
mote fair play, and reveal good sportsmanship. As understanding of 
human relationships deepens there is the possibility of the development 
of loyalty to right principles rather than to personalities. There is the 
opportunity for the development of loyalty to such principles as honesty 
in everyday life, respect for private and public property, consideration 
for the rights of others, and gratitude for the services of others.* 

The child should be taught that childhood is life rather than merely a 
preparation for life. His insight into human relationships should be 
developed so that he can distinguish between life and what are but the 
symbols of life. In the schoolroom he should realize the place of marks, 
grades, and words in their relationship to reality. He should be taught to 
fear neither the new nor the old; to feel the teacher’s joy and thrill in his 
trial of the new. He should be led to measure the new in terms of what 
he is striving for; to feel that he has some conscious effective role in 
change; to take out of change what fits his needs; and to discard goals 
that new conditions have made it impossible to attain.* 


DEVELOPING APPRECIATION OF OTHER PEOPLES. The task of developing 
within the young child an appreciation of other nations depends upon 
the formation of rational opinion free from organized propaganda. The 
best of all propaganda is the facts of human experience honestly taught. 
However, facts are useful only as they aid in the formation of sound 
opinion. The teacher who demonstrates skillful use of facts in promoting 
understanding and appreciation of other peoples is worthy of Emerson’s 
tribute to the American Scholar, that “not he is great who can alter 
matter, but he who can alter my state of mind.” ” 

The child may sense the inter-relationships of all peoples if he is made 
conscious of the facts that: 


3 See Dowling, Eualine, “The School Curriculum,” International Understanding, 
Thirty-Sixth Yearbook, National Society for the Study of Education, Vol. II, Sec- 


tion I, 1937, p. 46. 
4 See Plant, J. S., Personality and Cultural Patterns. New York: The Commonwealth 


Fund, 1937, PP. 404-411. 
5 See “The American Scholar,” The Works of Ralph Waldo Emerson. New York: 


Bigelow, Brown, and Co., Inc., Wall, JIN, 1b. 75 
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1. All nations of the world do similar things in respect to building 
homes, growing food, making clothing, engaging in sports, and celebrating 
holidays. ; 

2. All nations have similar problems; that all are striving for the same 
things such as conforming to some religion, creating and maintaining a 
government, promoting educational opportunities, adjusting differences 
by means of laws and customs, and providing productive employment. 

3. Other people and nations have achieved success and are due credit 
for inventions, discoveries, and constructive contributions.° 


THE BALANCE OF PERSONALITY. Before an individual can fully or even 
partially sense the pulse beat of all mankind and finally feel that he is a 
part of the whole stream of human life, he must be in harmony with him- 
self, that is, he must be conditioned to be more able to live with himself; 
to be less dependent upon other resources; to make his own work or play 
with less supervision and regimentation. 

Extensive studies in the field of psychology in relation to the develop- 
ment of a balanced personality have focused our attention on definite 
needs as being foremost in the life of every individual. It is now generally 
recognized that each personality needs to possess a feeling of “belonging” 
to a group, primarily the family and gradually a larger social order; to be 
recognized as an individual who has some rating as a personality; to 
experience some degree of success in his undertakings, from infancy 
throughout adulthood; and to satisfy his desire for activity motivated 
by the inherent urge for new and varied experiences.’ 

Personality is formed from responses to experiences and the choices 
made out of situations which the experiences present. Richness in life 
comes from varied experiences that lead to wise choices. The unitary and 
related pattern of experiences in each child is the end to be sought. 

A fact to be recognized as a guide post in this goal of education is 
that the process of adjustment is a continuous one. It is never actu- 
ally completed. It demands a procedure whereby each person is given a 
chance to find himself, either by environmental change or by changing 
the individual. The emphasis should be upon helping each individual to 
adjust to life as it is now and as it will be. 


? 


National Education Association. Vol. XLVIII, pp. 66-67. 


“See Cassidy, Rosalind. New Directions in Physical Educatio TA 
Girl. New York: A. S. Barnes and Company, a Ch. IL n for the Adolescent 
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There are two factors influencing the development of personality that 
are rather generally recognized. The one is the current contention that 
the responses of an individual to other individuals are largely determined 
by his childhood reactions to the members in his home. This factor directs 
the attention of the teacher to the need of a case history that will indicate 
the relationships between the child and his family.® 

No two families set up exactly the same standards for the behavior 
of their members. The requirements which the home sets up for the 
behavior of the child may not be in accord with those set up by the school. 
This may result in reciprocal criticism between teachers and parents. 
Educational, religious, and racial customs and practices influence greatly 
the attitudes toward individual behavior. The different backgrounds and 
nervous constitutions of parents and teachers may often account for the 
differences in the requirements they demand of the behavior of the 
children in their care and for the differences in responses they make to 
the behavior of the children. The mental health of parents and teachers is 
as vital a factor in their reaction toward the child as it is in the response 
of the child to the adult.’ 

The other factor which is perhaps more generally accepted is that the 
growth and health history of the child plays a very large part in influ- 
encing his behavior. This is believed to affect not only the influence that 
the physical condition may have on the emotional attitudes and well being 
of the child, but also to affect the kind of handling that a child will receive. 
For instance, a physically handicapped child may be pampered by a too 
loving mother with the result that he is not given the opportunity to face 
a situation openly and to adjust to requirements.*° 


INTEGRATION OF THE INDIVIDUAL AND SOCIETY. The individual’s hori- 
zon must be broader than his immediate associates and his local com- 
munity. It must extend to the realm of society. In its all-inclusive sense 
the word “society” means mankind as a whole. The individual can think 
of himself as an individual only against a social background. The only 
personality with which education can deal is a personality with social 
potentialities. Therefore, education can not escape dealing with society. 


8 See Zachry, Caroline, Personality Adjustments of School Children. New York: 


Charles Scribner’s Sons, 1929, p. 38. 
9 See Wickman, E. K., Children’s Behavior and Teachers’ Attitudes. New York: The 


Commonwealth Fund, 1928, P. 3- 
10 Zachry, Caroline, op. cit. 
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A structure of education free of social meanings, causes, and effects must 
false 

It is generally conceded that unless the child gradually grows and 
develops a social consciousness and a recognition of society, from early 
childhood to adulthood, there is little hope for achievement of a social 
consciousness during later life. The reason for so much lack of harmony 
and the prevalence of maladjustments in individuals and society may be 
the result of inadequate training in social relations. The recognition of 
this fact points the way of the school in fulfilling its obligation to indi- 
viduals and to society. 

As the individual develops the ability to adjust to varied situations 
and begins to show evidences of purposely directing his behavior toward 
ideals for the good of the group and eventually for the whole of society, 
it may be said that he is becoming integrated in society and thus may be 
led to make his contribution to mankind. 


THE TEACHER, A FACTOR IN THE DEVELOPMENT OF THE CHILD. The 
teacher should realize that the science of developing human behavior is 
in its infancy. She must be alive to the fact that the changes which are 
developing in educational procedures are the result of new conceptions 
of learning. As the result of these new conceptions there are coming new 
visions of the task of the teacher in relationship to new methods of 
instruction. 

The maturity of an adult enables him to evaluate experiences of the 
less mature. It is the duty of the teacher to see in what direction an experi- 
ence is heading. There is no point in being mature if the insight is not 
used to help organize and condition the experiences of the immature. 
If the teacher fails to use her insight, she is unfaithful to the understand- 
ing that she should have gained from her own past experiences. She is 
false to the fact that all human experience is ultimately social; that it 
involves contact and communication.” 

Promoting a New Concept of Human Relationships. Teachers of 


today can not afford to be caught as was the teacher in the picture given 
to us by Chapman and Counts: 


11 See Dix, Lester, “Philosophy of Integration,” Teachers College Records, New York: 
Bureau of Publications, Teachers College, Columbia University, Vol. XXXVII, 
pP. 363-371. 

1? See Dewey, John, Experience and Education, New York: The Macmillan Coz 
1938, Pp. 32. 
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“Greeting his pupils, the master asked: ‘What would you learn of me?’ 
\nd the reply came: ‘How shall we care for our bodies? How shall we rear 
ur children? How shall we work together? How shall we live with our 
ellowmen? How shall we play? For what ends shall we live.’ 

And the teacher pondered these words, and sorrow was in his heart, for 
iis learning touched not these things.” +3 


The incident related above implies the necessity for the teacher to 
1ave the broad foundation which is essential for professional growth and 
ibility to guide the child. The implications for a revision in the curricula 
f institutions which prepare teachers are pertinent but will not be con- 
sidered in this book. 

A factor to be considered in promoting understanding of human rela- 
ionships is that the child learns best what he, himself, does. He should 
share in purposing, planning, executing, and judging his own activity. 
There is need for experience in the educative process. The child must 
neet with gentleness and harshness, sternness and leniency, the delicate 
and the robust. To develop understanding he must observe it in others; 
o fight hardships he must meet them; to appreciate fair play he must 
share it with others.** 

Developing an Appreciation of Other Peoples. The problem that 
the teacher confronts in the developing of appreciation of other nations 
in the elementary school child is of a two-fold nature. First, she must 
Jevelop attitudes of interest on the part of the child through materials 
conducive to the promotion of goodwill and understanding. This problem 
involves the arranging of the material so as to appeal to the intellectual 
rather than to the emotional interest of the child. Next, she must impress 
upon the child the obligation to serve the ends of human existence. She 
must prepare the child for co-operation in that service with other people, 
the people of all lands. In order to meet these requirements the teacher 
must have knowledge of the political, social, economic, and psychological 
background of other nations in order to clarify her thinking. She must 
not moralize, indoctrinate, domineer, or regiment the attitudes of the 
children under her supervision. 

The following suggestions indicate that the teacher has a wealth of 
material at her finger tips that will help foster the development of good- 


18 Chapman, J. Crosby and Counts, George S., Principles in Education. Boston: 
Houghton Mifflin Co., 1924, p. ii. Quoted by permission of the publishers and 


authors. 
14 See Wheeler, Raymond H., and Perkins, Francis T., Principles of Mental Devel- 


opment. New York: Thomas Y. Crowell Co., 1932, p. 165. 
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will between children of varying nationalities.* The teacher may develop 
the child’s power of perceiving relationships between life in different 
countries by: 


1. Making a study of the location, customs, and current facts of the 
countries from which the ancestors of the children came. 

2. Inviting the parents of a foreign child to show costumes and tell 
stories to the children about life in the homeland. 

3. Using a foreign corner in the classroom—encouraging the children 
to add foreign dolls, flags, stamps, coins, pictures, travel literature, 
posters, books, and toys to the corner. 

4. Singing songs and telling folk tales of the countries represented by 
children in the group. 

5. Teaching folk games and dances of foreign countries represented by 
children in the group. 

6. Encouraging the children to read the choicest of tales from foreign 
countries. 

7. Encouraging the American children to tell of their experiences 
when traveling in other lands. 

8. Encouraging the American children to entertain foreign children 
in their homes and vice versa. 

9. Encouraging the foreign children to tell of their experiences in 
America. 

10. Dramatization of experiences gained through school activities or 
travel.” 


The daily needs and experiences of the children must be guided so as 
to integrate the simple problems of living around understanding and 
appreciation of peoples of varying nationalities. Playing with other chil- 
dren, learning to share with one another, finding it fun to play and work 
together, learning to appreciate the unique qualities in one another, get- 
ting acquainted with children of different backgrounds—these are the 
steps by which the individual grows into a social being. 

Influencing the Balance of Personality. In order to be able to 
help the child the teacher must first find her own way in life. She must 
understand that life means contribution. She must know that social intel- 


* Note: Kiely, Margaret, “Teaching Aids and Materials,” Thirty-Si 
e J, : ; ‘y-Sixth Yearbook 
National Society for Study of Education, Vol. II, Section I. ee Pp. 311-363 is 
vS P ps for materials and suggestions. 
ee Harden, Mary, “Some Aspects of the Teaching of International Relati i 
the Elementary School.” Teachers College Rend Vol. XXXIV. pp. aN é 
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ligence in the child develops parallel with and in proportion to the child’s 
ability to adjust to his own needs and to comprehend his relationships to 
those about him. 

The integration of personality depends upon the balance of pain and 
pleasure which it receives at the hands of others. This balance must exist 
at the various levels of the human development. The individual must be 
satisfied with the outcome. The point always to be borne in mind is that 
neither the learnings nor the situations are single, but develop on all the 
planes where interaction is taking place.*® 

The significance of the teacher’s attitudes in all of her dealings with 
the child is of great importance. The reaction of the teacher should be 
objective and not personal, emotional response to the behavior of the 
child. The teacher should strive to create an atmosphere of serenity, 
security, happiness, goodwill, and cooperation. The child’s actions reflect 
the attitudes of those about him. The response of adults to problem 
behavior of children is the prime factor toward which re-education needs 
to be directed.” 

Redirection of attitudes—those subvocal residues within the indi- 
vidual blended together with the emotional feeling of the moment—must 
be in the hands of an expert. One who can show the individual what he is 
like, that is to show him his basic attitudes, and then redirect them by 
building self-confidence Self-confidence is dependent upon the feeling 
that each individual has a definite place in society. It is not to be inferred 
here that the teacher must be an expert psychiatrist. It is emphasized 
however that she must be alert in her responsibility in influencing be- 
havior patterns of the child and that she should clothe herself with 
humanity, sympathy, and kindness for childhood and its important role 
in human development. 

Integrating the Individual and Society. A common fallacy among 
teachers is to accept as integration any putting of things together. Inte- 
gration is functional efficiency. It is the synthesis of the fragments of 
imagination, insight, language, ideas, and problem-solving. Integrated 
behavior means consciously chosen effective release of energy through 
any kind of contributing action toward goals accepted by the whole being 
in order to gain its needs. The integration of personality is the integration 
of practice and experience. The integrated individual establishes a goal 
toward which he directs his energy with purposeful reactions. 


16 See Wheeler, Raymond H., and Perkins, Francis T., op. cit., p. 220. 
17 See Wickman, E. K., op. cit., p. 176. 
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The teacher’s influence in directing the energy of the child toward the 
good of society depends upon her ability to promote the development of 
social consciousness at all levels of growth. In order to accomplish this 
purpose, she must consciously endeavor to attune the child to society, 
that is to say, she must first lead the child to feel that at all times he has 
certain obligations, responsibilities, and privileges among his associates 
in school and out and then lead him to recognize his duties toward a larger 
group—the community, the state, the country, and finally, the world. 
In order to do this the teacher herself must extend her horizon beyond the 
local community and connect her thoughts and interests with the affairs 
of the world. 

It is the province of the teacher to awaken the interests of the child 
_ in the consequences of his behavior upon the group. Self-control, recogni- 
tion of authority, appreciation of standards of conduct, a sense of humor, 
common sense, application of judgment, ability to objectively criticize 
one’s own behavior, and tolerance in evaluating the behavior of others 
are some of the building stones necessary for the framework of a person- 
ality seeking the key to a worthwhile place in society. The teacher should 
guard against emphasis upon the seeking of rewards and public recogni- 
tion for contributions to society. The child should be conditioned to feel 
that it is his duty and privilege to direct his interests and efforts, even in a 
small way, toward making the world a better place in which to live. This 
may be done in the classroom and on the playground by providing situa- 
tions involving the sharing of group experiences. In order to lead the 
child in such experiences the teacher should not only possess a wealth of 
knowledge but also the ability to stimulate the child to seek additional 
information. She should enter into a unit of study wholeheartedly, free 
from prejudice and emotion. She should encourage the child to respect 
the opinions and confidences of his associates. She should be able to con- 
nect life today with the past and the future. Above all things, she should 
bear in mind that she is teaching boys and girls, and that subject matter 
wisely introduced is only a channel that may lead toward the current of 
life in contribution and service to mankind. 
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CHAPTER III 


Play Activities and Folk Games 
in the School 


SOCIALIZATION THROUGH PLAY. Play has two general aims. The one is 
the development and maintenance of bodily health and vigor. The other 
is to promote whatever moral, civic, and social values are possible through 
the activities which play ordinarily involves. The former aim is recog- 
nized as a desirable foundation for the building of a social personality. 
The latter aim is common to all subjects in the entire curriculum. It is the 
duty of the play supervisor, if she assumes a fair share of education’s task 
of socializing the individual, to teach the principles of successful social 
life in connection with her appropriate subject matter.* In the effort to 
fulfill her duty she must realize that “habits, appreciations, attitudes, 
and a philosophy of living, the so-called ‘by-products,’ are of even greater 
importance than skills.” * 

Play activities may aid general education in socializing the individual 
by serving as a common meeting ground for large groups of children to 
seek understanding of self and of others. In the play situation the environ- 
ment consists of a face-to-face relationship which may serve as a direct 
means of communication of feelings, of understanding, of goodwill, and 
of sharing. The spirit of play is socializing; it brings forth smiles and 
friendliness. It opens the gateway to understanding and appreciation of 


1 See Carr, William G., Education for World-Citizenship. Stanford University, Cali- 


fornia: Stanford University Press, 1928, Ch. VI. ; 
2 Wayman, Agnes, A Modern Philosophy of Physical Education. Philadelphia: W. B. 


Saunders Co., 1938, p. 79. Quoted by permission of the publishers. 
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human relationships. The hope for this understanding must be accom- 
panied by the will to share with others, to cooperate with them in solving 
the common problems of living together. 

Play may aid in preventing the formation of emotional drives into 
undesirable patterns of behavior, provided the teacher and the players 
accept an objective of play to be a creation and strengthening of the 
desire to cooperate, to see life as a pattern of living. The emotions evoked 
during an activity may be interpreted and evaluated as they contribute 
to this end. Gloss says, 

“In any type of game or play activity there is a great deal of interaction 
and reciprocal influence. The more intense the relationship the greater will 
be the amount of influence. In play groups there is usually spontaneous 
feeling, and with it goes a freedom of action and a joyousness seldom 
found in ordinary activities. The enjoyable emotions aroused, together 
with the companionship engendered, make for understanding.” * 


To play together means to share common experiences. If these experi- 
ences are wisely purposed, they may serve as a foundation for the devel- 
opment of constructive patterns of behavior. Directed play gives 
opportunity for promoting peaceful competition, mutual cooperation, 
respect for arbitration, adherence to rules of the game, and the utiliza- 
tion of other qualities helpful in creating a social being. 

The ultimate value of play lies not in the opportunity it offers for 
quick excursions into a region of forgetfulness, but in the fact that it 
satisfies a great human need and at the same time takes the individual 
and the group into the realms of human achievements. However, social 
contacts and consequent improvement cannot be achieved by simply 
sharing motor activity. This unverbalized level of communication should 
be supplemented by group thinking and friendly discussion. 

The important factor to be remembered in promoting social growth 
through play is that the child does not recognize the traits of personality 
that will aid the process. It is the province of the teacher to lead the child 
to a conscious recognition of the types of behavior in specific experiences 
that will contribute to understanding others and to cooperating with 
them. The child must first have an insight into the meaning of co- 
operation that will enable him to generalize. The principles that tend to 
promote understanding and willingness to cooperate with others must be 
accompanied by intelligent planning and purposeful action. 


3 Gloss, George M., “The Function of Recreation in a De 2? isi 
Ete io, mocracy. 
University (Mimeographed), p. 21. pelea one oe 
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ORGANIZED GAMES, A TOOL IN THE SOCIALIZATION PROCESS. Organized 
games serve a unique function in the development of a social personality 
in that they are chiefly group behavior. It is by virtue of participating in 
varied experiences within the group that the individual achieves his 
greatest social development. Group participation promotes harmony and 
offers opportunity for converting strangers into friends. In the game situ- 
ation children are eager, open-minded, impressionable, inquiring, and 
emotionally receptive. The individual often abstracts more from the 
game situation than from other situations because the events occur in 
such easy sequence. Games are restricted in time and space and the cause- 
effect relations are more meaningful. According to Gloss, 


“In team play, fusion, cooperation, and understanding are easily and 
necessarily developed, for the existence of the team presupposes these 
qualities. Accommodation is constantly necessary, and with this goes the 
assimilation of the other’s ideals, standards, attitudes, behavior patterns. 
The whole problem is one of guidance.” * 


Nevertheless, merely giving practice in motor skills and discussing the 
principles of team work will not create an attitude of cooperation. Co- 
operation, which is necessary for effective team work, must be developed 
in respect to specific situations. The closer the relation between the teach- 
ing situation and the life situation, the more effectively will the aim be 
realized. 

Material should be presented as a unified whole in as large units as the 
child can perceive as single wholes. Motivation should come from a rela- 
tion of the game, race, or stunt to the goals and maturity of the group. It 
should not be imposed by the teacher by promise of reward or threat of 
punishment. The plan to learn more about a game should be in harmony 
with the child’s felt need and with his cooperation. Relationships of 
materials and activities should be pointed out at every opportunity. The 
establishment of the usefulness of skill in motor activity results in willing 
participation. Drill in skills should be understood by the individual and 
the group as to the purpose and the ends to be obtained. Drill is valuable 
when it contributes to the articulation of ideas and acts into a satisfactory 
whole. 

Games are rich in opportunities to emphasize standards of conduct. 
For example, the situation in which a child tries to be tagged in order 
to become the “It” occurs in many games. The situation evokes much 


* Ibid. 
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dissatisfaction on the part of some players. It is the province of the 
teacher to purpose the actions of the players toward the goal of good 
sportsmanship in play to make the game fun for all rather than a pleasure 
for a limited few. Illustrations of the possible situations that may develop 
in a game and the outcomes to be desired, as agreed upon by group dis- 
cussion, are given here. The activity described is the ““Widower’s Game,” 
a Swedish game that is thought to have its origin in an outgrowth of old 
methods of marriage by capture. It is popularly known to American boys 
and girls as “Last Couple Out.” 


Widower’s Game 


The players stand in pairs, a boy and a girl, one pair behind the other. 
An odd player stands in front with his back to the rest, representing the 
widower. He calls, “The Widower’s Game, last pair out!” The last pair 
then separates and runs forward in a large circle. As the players pass on 
either side of the widower, he runs forward at that time and tries to catch 
the girl. The widower is not allowed to look back, and for this reason he 
does not always know which side the girl is on. In this way the widower 
contacts the boy, sometimes, instead of the girl. If he succeeds in catch- 
ing the girl, the other boy is the widower; if he fails, he must try again. 
The pair that has just run joins the front ranks. Again the call, “The 
Widower’s Game, last pair out!” is given, and the pair at the end of the 
line runs forward. 


Analysis of the game: 


I. Consideration of behavior problems that may arise: 
A. Turning to see the runners as they approach from behind him. 
1. Desirable response. 
a. I will not look backward when I am the widower. 
B. Arguing about being tagged by the widower before joining 
hands with partner. 
1. Desirable response. 
a. I will raise one hand to signify that I have been tagged. 
II. Consideration of skills involved: 


A. Failing to run and to dodge when trying to join hands with 
partner. 


° LaSalle, Dorothy, Physical Education for the Classroom Teach . 
Barnes and Co., 1937, Chap. VII. eacher. New York: A. S, 
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1. Desirable response. 


a. A good way to escape being caught is to dodge. 

b. I may dodge by turning or bending quickly forward, 
sideward, or backward. 

c. I will run in a big circle after leaving my partner. 


B. Failing to run as soon as the runners are at either side of me 
when I am the widower. 


1. Desirable response. 


a. In order to catch a partner, I must be “set” and ready 
to run as soon as the runners are at either side of me. 


FOLKLORE IN THE SCHOOL. The intensity with which we are studying 
he social conditions of our country is leading to a study of the traditions 
ind customs of our past and to a comparative study of the folklore of 
ther countries. The great changes that have developed in our social 
rder, the presence of the vast numbers of foreign peoples in America, 
ind the proximity of other nations as the result of the wireless, the aero- 
lane, the quick means of ocean transportation call for more than a 
asual recognition of the elements which have helped shape the national 
ife of all peoples. 

Folklore in its varied forms—song, dance, play and verse—offers to 
he child a panoramic view of the human side of life in his own country 
ind in other lands. 


CONTRIBUTION OF FOLK GAMES. Folklore in its many forms is con- 
erned with human relationships. It is difficult to understand a people 
inless something is known about its folklore in dramatic, dance, play, 
nd sports activities. The search for information about the ideas, pur- 
oses, origins, and procedures of folk games sends roots of sympathy 
leep into the history and philosophy of many peoples. A new light is shed 
m ancient Persian civilization when we learn that there was a law by 
vhich all children were to be taught three things: telling the truth, horse- 
nanship, and shooting with the bow.° 

The various activities of play represent in part the biological drive of 
aan to engage in movement. Much of learning and much of living takes 
lace on the unverbalized level. Man experiences in activity that which 
an never be put into words. For example, one might read countless books 


Hildebrand, J. R., “The Geography of Games,” National Geographic Magazine, 
Vol. XXXVI, No. 2, Aug., 1919, p. 89. 
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about running, might study illustrations of postures of running tech- 
nique, but the activity itself would be unknown to him unless he actually 
ran. The experience itself cannot be acquired theoretically. Thus it might 
be said that we can only know a people by engaging in their activities.’ 

The universality of play affords the opportunity to develop an under- 
standing of habits and customs of other peoples. There is opportunity to 
develop a conscious recognition of the fact that all peoples participate in 
some form of play. Since many games played by the children in America 
have their origin in some other country, an appreciation of this indebted- 
ness to children of other lands may be developed. The teacher and the 
players must realize, however, that the end to be achieved is an under- 
standing of civilization and culture as a collective achievement. The 
solving of the persistent problems of living is the common heritage and 
the joint responsibility of all people. 

The value of folk games and play activities as tools for developing 
appreciation of other peoples in the elementary school depends upon the 
relationship the activities bear to the other experiences of the children, 
whether in school or out. Simply teaching folk games to a group of chil- 
dren affords few possibilities of developing appreciation of life in other 
countries. Folk games may serve in two ways as channels for the promo- 
tion of understanding of other peoples in their work and play. The one 
is in situations where they fill a felt need in a unit of work that centers 
about life in other lands. For example, the teaching of “Sand-bag Ball” 
and other Eskimo games during the unit of study on Alaska helps to show 
the similarities of the play patterns of the Eskimo children to some of 
our well known activities. The other is in situations where folk games 
may themselves serve as an integrating force in the classroom. That is to 
say that when the play experiences of the children are centered around 
incidents, characters, and customs brought to light through reading, 
study, and discussion, the children will begin to relive the play patterns 
of a people. In doing so the class may be led to seek additional informa- 
tion about the life, the work, and the customs of people in other lands. 

Thus we see that folk plays and games may either function as a part 
of a unitary whole or as an integrating force for further study and in- 
vestigation of far away peoples. Regardless of the way they best fit into 
the curriculum, there is one idea that should be the guiding force in the 


1 Williams, Jessie F., “Physical Education,” International Understanding, Thirty- 
Sixth Yearbook, National Society for the Study of Education, Vol. II, Section II, 
1937, P. 240. 
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presentation of the play patterns of other peoples—the teacher and 
the children should consciously recognize the ultimate value of folk 
games to be an understanding and appreciation of how other peoples 
live and work and play. 

The boys and girls of America are greatly indebted to other peoples, 
particularly the English, for many of their games. Early origins may be 
traced to the Greeks and Romans. The teacher may give the source and 
history of a game as a means of increasing the respect of the children for 
the country where the game originated. The conditions under which 
certain folk games developed may lead to interest in the history, litera- 
ture, and social customs of a country. For example, the game, “Charlie 
Over the Water,” is said to have been created in Scotland during the 
exile of Charles II.° 

The study of Indian Civilization by children in the grades may be 
made more real by the children having their own festival of games. In 
the opinion of some, however, such experiences bear no relation to under- 
standing. Nevertheless, when there is a disposition to appreciate and to 
value the customs and traditions of other peoples, worthwhile gains in 
this respect will result. 

In presenting folk games, it is suggested that the teacher point out a 
fact that is evident in the play patterns of children from all lands. That 
is to note that regardless of the color of the outer covering—brown, black, 
red, or white—children are like the Colonel’s lady and Rosie O’Grady, 
very much alike “under the skin.” 
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CHAPTER IV 
To the Teacher 


GENERAL CLASSIFICATION. Throughout the preceding chapters the 
erms “folk games” and “play activities” have been used in a general 
ense to denote the play patterns that are executed without musical 
iccompaniment. In the material which follows a more specific distinction 
s made in the effort to aid the teacher in the practical use of the material. 
\ grouping of the material according to country is made. Within this 
livision the terms athletic games, contests, hunting games, pastime 
ames, relays, and stunts are used to distinguish the different types of 
lay patterns. Each game, contest, relay, and stunt is preceded by an 
yutline of the elements of organization. 


DEFINITION OF TERMS. Game. A game may be defined as a way of 
yehaving in play which tends to conform to a pattern. The pattern is 
mphasized by the elements of organization which bring about a definite 
nd often repeated climax.’ The pattern is generally formed and shared 
yy many individuals rather than possessed by one. Nevertheless, the indi- 
ridual does not lose his identity in a game for the game itself is a situation 
n which the elements of success and failure are so equally balanced that 
mly the player by his own efforts, practice, and application of self can 
wing the balance so that he succeeds. 

Hunting game. The term hunting game applies to a situation in which 
here is a chasing or tag element. The skills used in a game of this type 
re the fundamental motor movements, such as running, hopping, leap- 
ng, jumping, and dodging. 


See Schwendener, Norma, Game Preferences of 10,000 Fourth Grade Children. 
New York: Schwendener, 1932. 
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Athletic game is used to denote the more highly organized, competi- 
tive type of activity in which an organized group scores as a unit. 
Participation in an athletic game calls for skillful use of the body in 
handling materials, such as balls, bats, sticks, and other objects. 

Pastime game. The name pastime is given to those activities whose 
appeal is chiefly for the entertainment of the participants, usually few in 
number. A game of this type may call for competition, problem solving, 
and the use of motor skills. 

Relay. “A relay is a relief arrangement by which a succession of parti- 
cipants can carry through an enterprise too long and too strenuous for 
an individual to complete at top speed. The outstanding feature of the 
activity is the fact that in it only one player on each team starts from 
‘scratch.’ This first player must do his best not only for his own sake, 
but also for his successor to whom he passes his advantage or handicap to 
affect his rating and safeguard or endanger the entire race. Life is like 
that for we are dependent upon the founded wealth of those preceding 
us and we help or hinder our descendants by what they inherit from our 
lives and our living.” ” 

Contest. A contest signifies a type of activity in which two or more 
persons compete to test their strength and skill. It differs from a stunt in 
that it always contains the element of competition. 

Stunt. A stunt is a self-testing activity. It may be executed on the basis 
of competition, but its chief appeal lies in the opportunity it affords the 
individual to test his own skill in the use of his body. 


SPECIFIC ANALYSIS. An outline of the elements of each game, relay, 
contest, and stunt precedes the description of the play pattern and is 
made upon the following basis: 


1. Age level 
a. Primary, grades one through three 
b. Intermediate, grades four through six 
c. Junior high, grades seven and eight 


2. Players 
a. Number advisable for participation. 
(1) Unlimited is used when the size of the group does not 
affect the spirit of play. 
(2) Numerals are used when the group should be limited. 


2 From an address by Dr. Thomas Kay Young. Mississippi Delta State Teachers 
College, Cleveland, Mississippi, June, 1937. Quoted by permission of the speaker, 
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b. Group organization determined by the objective forms of so- 
cial organization,’ that is, 
(1) single group 
(2) group-and-one 
(3) group-and-two 
(4) two-group 
(5) transition * 
c. Floor pattern of the players. 
(1) circle 
(2) line 
(3) file 
(4) informal 


eo Place 
a. General playing area: 
(1) gymnasium 
(2) playground 
(3) schoolroom 


4. Supplies 
a. movable material such as balls, racquets, and stones, or sticks. 
5. Activity 
a. Skills 
(1) catching 
(2) throwing 
(3) running and other fundamental motor activities. 
b. degree of strenuousness * 
(1) Active when the play uses the body as a whole and pro- 
vides strenuous and general participation for all players. 
(2) Moderate when the play is limited as to use of the body 
and number of the playing group participating. 
(3) Quiet when the play uses the body specifically only and 
the players do not move about. 


3 Schwendener, Norma, op. cit., p. 5. 

4 Note: “A transition game is a game in which the social organization is changed 
during the course of the game. Such games may change from an original group-and- 
one organization to a two-group form and then to a single group or return to the 
original form during the play.” Schwendener, Norma, op. cit.. D. 24. Quoted by per- 
mission of the author. 

MG. Bs Tf 
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6. Appeal 
a. Intellectual elements which make a play situation attractive 
quite apart from the pleasure of physical activity.° 
(1) competition 
(2) dramatization 
(3) problem solving 
(4) repetition 
(5) rhythm 
(6) skill 


SUGGESTED STEPS IN TEACHING. Many teachers of play activities fail 
to do more than simply putting the children into action. It has been em- 
phasized throughout the preceding chapters that the teaching of games 
and other play activities involves more than supplying materials and 
blowing a whistle. The following general suggestions are offered with 
the hope that they will aid the teacher of games in planning and executing 
her work: 


Step One: Have a thorough knowledge of the organization, skills, 

Prepare techniques, and rules of the game, stunt, relay, or contest. 
Know that the activity is suitable to the ability and experi- 
ence of the players. Have the supplies and equipment ready 
for use. 

Step Two: Create the atmosphere of the activity. State the name of the 

Motivate activity and if possible, give its origin and the traditions 
connected with it. 

Step Three: Organize the children into groups, sides, leaders, and “It” 

Organize players. (Some mark of distinction for each group facili- 
tates the playing.) Assign the players to their positions on 
the playing area. 

Step Four: State the object of the activity. Describe in a few, well 

Explain chosen words the steps by which the object is reached. State 
a few simple rules. Give the players the opportunity to ask 
questions. 

Step Five: Start the activity at a given signal. Allow play to continue 

Play for a while. Clear up doubtful points as the situation de- 
mands. See that all rules are observed and errors corrected. 
Interrupt the play when it is necessary to clarify a rule or 


8 Ibid. 
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to adjust a standard of conduct. Allow discussion of the 
ways in which the play may be improved. Demonstrate and 
practice a skill only when that particular skill seems to be 
fundamental for the success of the activity at that time. 
Continue the play. Add skills as the progress of the activity 
allows them. Drill in skills only when the players recognize 
the need of improved technique." 


Step Six: Stop the activity before it dies or the players become tired. 

Stop Play The weather conditions, the attitude of the teacher, the dis- 
position of the group and the nature of the activity itself 
all have their influence upon the length of time an activity 
will hold the interest of the players. Allowing an activity 
to die not only affects the moral of the plays, but also cre- 
ates a dislike for the activity itself; the experience is disinte- 
grating rather than integrating.® 


Step Seven: Announce results. Comment upon the good points of the 
Evaluate situation. Encourage the players to analyze their weak 
plays and to discuss ways of improving them. 


In the effort to develop a social personality through the teaching of 
games and play activities the teacher must have clearly in mind certain 
criteria by which she judges the conduct of the individual and the group. 
It is well for the teacher to observe the children in play and to ask her- 
self the following questions:° 


1. Do the players enter into the play with enthusiasm? 

2. Do the players accept the object of the game as worthwhile and 
play to that end? 

3. Does each player indicate a feeling of belonging to the group? 

4. Isthe selfish player adjusting to the needs of the group? 

5. Is the timid player entering into the activity? 

6. Is the handicapped player given an opportunity to participate as 
actively as possible? 

7. Is the discipline of the group reasonably satisfactory? 

8. Do the players show proper respect for leadership? 


7 See Williams, Jessie F. and others, Methods in Physical Education. Philadelphia: 
W. B. Saunders Co., 1937, Chap. XVI. 

8 See Staley, S. C., Games, Contests, and Relays. New York: A. S. Barnes & (Com 
1929, Chap. III. l 

9 Williams, Jessie F., op. cit., pp. 243-244. 
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9. Do the players show conscious effort to keep a balance between 
companionship and activity? 

to. Are the players given the opportunity to discuss their experiences 
in the game? 

The teacher of games should keep in mind that a worthwhile aim of 
play is to develop the character and social efficiency of the individual 
and to lead him to better adjustment in society. 
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Melon Dance 


CHAPTER V 


Games of Many Lands 
AFRICA 


The African children play many of the simple games that are known 
to American boys and girls. The games “Follow my Leader,” “Touch,” 
“Cock-shies,” “Hide and Seek,” “Wolf,” “King of the Castle,” as well 
as a number of activities that can be played with stones or corn grains, 
are popular with the African boy and girl. The children run races, play 
at horses, have contests of balancing, turn ‘“‘catherine-wheels,” play at 


“cats cradle,” and are fond of a game very much like hockey. 
35 
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A favorite pastime among the children is to make figures out of clay. 
The models are usually allowed to dry in the sun, but sometimes the 
process of oven-baking is used to speed the drying. The girls make clay 
dolls and later dress them in a piece of blanket; whereas the boys devote 
their energy to modeling boy dolls and animals, particularly oxen and 
horses. The children often play a game of “traders” with their figures 
of clay. They make imitations of articles which are actually used in trade 
by their elders. It is an interesting fact that the African children never 
play “simple mud pies” as we often observe in the play of American 
children. The little black boy and girl take mud, a handful of grass, anda 
few sticks and model playthings with which they entertain themselves in 
organized play for hours at the time. 

The children of the desert have many games, and some of them are 
very much like the ones we play. They play “Leap-frog,” “Puss in the 
Corner,” and “Blindman’s Buff.” They call their game of marbles 
“jorrah” and play at shooting marbles into a hole in the sand. 


ATHLETIC GAMES 


Handball 
Age: Intermediate Supplies: playground ball 
Players: unlimited; two-group; Activity (active) : catching, clap- 
informal ping, stamping, throwing 
Place: gymnasium; playground Appeal: competition, skill 


The players are divided into two sides. The ball is given to one boy 
and he throws it to another player on his side. Each side who has the 
ball wishes to keep it passing from one of his side to another while the 
other side endeavors to gain possession by intercepting the ball. All of the 
players with the exception of the one who holds the ball, clap their hands 
together once and sometimes stamp their feet, everytime the ball is 
caught. H:CPML 


Melon Dance (Hottentot Girls) 


Age: Junior High Supplies: playground ball 

Players: unlimited; group-and Activity (moderate) : catching, 
one; circle leaping, passing, running 

Place: gymnasium; playground Appeal : problem solving, skill 


This activity is described as a dance but since it has more game skills 
in it than rhythmical steps it may well be called an athletic game. 
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The players are in a ring about a center player who has a small round 
melon in her hands. The center girl runs about the circle, waving her 
arms, throwing, and catching the melon while the circle players imitate 
her movements. Suddenly she stoops, then leaps into the air and throws 
the melon under her feet toward the player who is behind her. The sec- 
ond girl must catch the melon without moving from her place. If she 
fails the center player remains the leader; otherwise, the second player 
becomes the leader. The center girl may try to catch the others off guard 
and even pretend to throw the melon several times before actually doing 
it. A playground ball may be used instead of a melon. OWW: Vol. 1 


HUNTING GAMES 


African London Bridge 
Age: Primary Supplies: not any 
Players: unlimited; transition Activity (active) : chasing, run- 
Place: gymnasium ; playground ning 


Appeal: dramatization, repeti- 
tion, rhythm 


One player is the mother and all the others are her children except 
two who form an arch. One by one a child is caught between the arch and 
asked the choice between a cake of gourd seed or a peanut porridge, a 
necklace of beads or a bow and arrow. As the children are caught they 
go to the side of their choice. Finally only the mother is left and she is 
now called “The only child.” The once numerous family goes to the 
bush, but from time to time the mother goes forth to throw a handful of 
grass toward the others who ask in chorus: 

“How is the only child today?” 

“She creeps about now,” says the mother. 

““He-e-e!” the others exclaim. 

“What age is the only child today?” 

“She walks about now.” 

““He-e-e!” 

This is continued until the only child has grown up, married, and had a 
child of her own. 

The same questions as above continue to be asked the child of the 
“only child.” 

The grandmother may respond, “She walks, she sets traps, and she 
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catches fishes. One day she killed a little bear, another day she killed a 
big bear, and today she killed a tiger.” 

“He-e-e!” 

At this climax one child after another comes from the bushes to beg a 
piece of tiger. When the mother finds one that pleases her she gives him a 
piece of meat. They run away with all the rest following. H:CPML 


Bathing Game 


Age: Intermediate (boys) Supplies : not any 
Players: unlimited ; single group; Activity (active) : leaping 
circle Appeal: competition, skill 


Place: seashore 


This game is a form of leap-frog that is played on the seashore. Each 
player builds a mound of sand about two feet high upon which he sits. 
The mounds are about two feet apart in circle formation. At a signal 
every player raises himself on his arms and swings his feet forward, the 
object being to come down sitting on the mound in front of him. If a 
player’s feet touch the sand he is disqualified. The winner of the game is 
the last boy left. K:SC 


Blind Man’s Buff 


Age: Intermediate Supplies: 2 handkerchiefs, 2 
Players: 2; informal sticks, 1 cloth 
Place: playground Activity (moderate) : chasing, 
dodging, listening, running, 
striking 
Appeal : problem solving, repeti- 
tion 


There are only two players and both are blindfolded. The one who is 
being pursued gives the pursuer some sign of where he is by striking 
together two flat sticks. As soon as he strikes the sticks, he runs on. The 
pursuer tries to tag him with a cloth he carries in his hand. If he succeeds, 
the two exchange sticks and cloth and the game continues. H: CPML 


Hen and Wild Cat 


Age: Primary Supplies: not any 
Players: unlimited ; group-and- Activity (active) : chasing, dodg- 
one; circle ing, squatting 


Place: gymnasium ; playground Appeal: dramatization, repetition 
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One player is the “hen” and leads her brood (the other children) 
around the “cat” (a chosen player). She warns them of danger and the 
“cat” tries to catch any foolish “chicken” who fails to heed the warning 
of the mother “hen.” H:CPML 


I Have Bound You 


Age: Intermediate Supplies : leaves 

Players: unlimited ; couple; Activity (moderate) : close obser- 
informal vation 

Place: playground Appeal: problem solving 


This game is best played in the cassava bushes but some of our bushes 
may be used. When one player finds a single leaf in the fork of a bush 
he calls to his neighbor, “I have bound you.” The neighbor considers 
himself bound until he succeeds in finding a leaf growing in a similar 
position and calls, “I have freed myself.” H: CPML 


Mealie Game 


Age: Intermediate Supplies: grains 

Players: 4 to 12; single group; Activity (quiet) : moving an ob- 
line ject while blindfolded 

Place: gymnasium ; playground; Appeal: competition, skill 
schoolroom 


Several mealie-grains are placed about two inches apart in two long 
rows. The rows are about three yards in length and six inches apart. One 
player is blindfolded and stands on left side of the two rows. A second 
player acts as judge to make sure that the blindfolded player does not 
try to see. The player with his eyes covered bends over to the right row 
of mealies. He feels for the grains and tries to move the first mealie of 
the right-hand row across to his own row. The path of the mealie is 
somewhat difficult. It must pass between the first and second mealie of 
the left row. If the player completes a successful move, he then tries to 
move the second mealie of the right-hand row between the second and 
third grain of his own row and so on until he has moved the whole row 
successfully. Should he touch the mealies in passing or fail to follow the 
correct order, he gives his place to another player. The winning player is 
the one who moves the most grains correctly. K:SC 
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Owl and Wolf 


Age: Intermediate Supplies: not any 
Players: 2; informal Activity (active) : hiding, run- 
Place: playground ning, seeking 
Appeal: problem solving ; repeti- 
tion 


This is a form of hide and seek for two players. The boy who hides 
is the “owl.” The other is the “wolf” who stays at the home base. When 
the “owl” is hidden he calls out, “Hoo! hoo! hoo!” When the “wolf” finds 
the “owl” he pretends to eat him while the “owl” cries, “The wolf has 
found me!” If the “owl” can come from his hiding place and get home 
without being seen by the wolf he becomes the next “wolf,” otherwise he 
must hide again. C: AWC 


Primitive Game 


Age: Primary Supplies: not any 

Players: unlimited; single group Activity (active) : running, skip- 
circle ping 

Place: playground Appeal: repetition, rhythm 


A few players form a circle around a large tree. They then dance 
around the tree. If a player touches the tree-trunk, he is disqualified, and 
gives way to another player. The object of the game is to see which child 
remains in the circle throughout the game. K:SC 


Oakela 
Age: Intermediate Supplies: stones, beans or grains 
Players: unlimited; group-and- Activity (quiet) : guessing 
one; circle Appeal : problem solving 


Place: gymnasium, playground 


The players sit or stand in a circle. One boy is chosen by the group to 
be the “It.” He is sent out of hearing with another boy, who acts as guard 
to make sure that the “It” cannot see or hear what the group is doing. 
Every player places some small object in his right hand. Then the “It” 
and the guard are called to return. The “‘It” stands in the center of the 
circle and as each player holds out his clenched right hand, the “It” 
selects any hand and guesses what it contains. If he guesses correctly he 
sits within the circle. The player who is found out takes his place and 
accompanied by the guard goes away from the group while they exchange 
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their objects. If his guess is wrong he must go back and try his luck again. 


If he should fail repeatedly, he may sit on the side and allow another boy 
to take his place. K:SC 


Taia-ya-taia (pronounced ti ah-yah-ti-ah) 


Age: Intermediate Supplies: not any 

Players: unlimited; group-and- Activity (active) : chasing, dodg- 
one; line ing, hopping 

Place: gymnasium ; playground Appeal: competition, skill 


This is a game of the Sahara Desert. One boy is chosen to be the “It.” 
He takes his place in front of the others who stand in a line. The il ae 
shouts “taia-ya-taia,” then hops off on one foot as if lame. The boys in the 
line chase him and try to tag him. He then tries to tag one of them 
without putting his foot down. If he catches a player, the one caught must 
be the “It” and the two exchange places. C:AWC 


Tied Monkey 


Age: Intermediate (boys) Supplies : peg, rope, strips of cloth 

Players: unlimited; group-and- Activity (active) : dodging, grasp- 
one; informal ing, striking 

Place : playground Appeal : repetition, skill 


The one boy who is chosen to be the “monkey” holds to a rope tied to 
a peg in the ground. The other boys try to hit him with knots tied in 
pieces of cloth they wear around their heads. The “monkey” tries to 
catch the players. If he is successful in holding one of them without let- 
ting go of the rope, the player who is caught must be the “monkey” and 
hold the rope. C: AWC 


PASTIME GAMES 


Inzema 
Age: Intermediate Supplies : gourd, spears 
Players: unlimited; two-group- Activity (moderate) : bowling, 
and-one ; line throwing l 
Place : playground Appeal : competition, skill 


One player takes a gourd and bowls it down a level field. The other 
players form two lines facing each other and try to spear the gourd as 
it passes. The player who first spears the gourd is allowed to bowl the 
next time. K:SC 
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Nsikwa 
Age: Intermediate Supplies: corn cobs, tops 
Players: unlimited ; two-group ; Activity (moderate) : throwing 
line Appeal: competition, skill 


Place: playground 


The players sit in two lines 10 feet apart. Each player places a corn 
cob two or three inches in front of him and holds a top in his right hand. 
When all are ready, each player throws his top with great force and tries 
to knock down the piece of corn cob of his opposite player. The team 
knocking down the greatest number of corn cobs wins. H:CPML 

Another version of this game is for two players. Each boy has several 
tops made of corn cobs and pieces of gourd pierced with sharp sticks. 
The boys pretend that other corn cobs are soldiers and place them on end 
in two long rows. Each boy sets his top spinning between the corn cobs 
and thus tries to knock down the other boy’s soldiers. The boy who suc- 
ceeds in knocking down the most soldiers, wins the game. C: AWC 


Round Game 


Age: Intermediate Supplies : small stone 
Players: unlimited; group-and- Activity (quiet) : guessing 
one; circle Appeal: problem solving 
Place: gymnasium ; playground 

schoolroom 


One player is chosen to be the “guesser.” He stands in the center of a 
circle formed by the other players. The circle players pass a small stone 
from hand to hand, trying to keep it concealed from the guesser. At a 
given signal all movement stops and the center player has to guess who 
holds the stone. If he guesses correctly, he exchanges places with the 
player in whose hand the stone is held. Sometimes the players conceal 
the stone in the arm-pit or under the knee. K:SC 


Spearing the Disk 


Age: Intermediate Supplies: disk, pointed sticks 
Players: 3 to 10; single group; Activity (moderate) : throwing 
line Appeal : competition, skill 


Place: playground 


The players throw pointed sticks at a rolling disc made of soft wood. 
A score is made when the sticks pierce the wood. H:CPML 


Games of Many Lands 43 


Stone Game 


Age: Intermediate Supplies: small pebbles 

Players: 4 to 8; single group; cir- Activity (moderate) : running, 
cle throwing 

Place: playground Appeal: skill 


The players sit in a circle, the center of which is designated by a hole 
containing about 15 small stones. One player starts the game by taking 
one of the stones and throwing it high into the air. While the stone is in 
the air the player quickly grabs the pebbles in the hole and then gets in 
position to catch the falling stone. If he is successful, he then throws the 
stone up a second time. While it is in the air he replaces all stones except 
one in the hole and then gets ready to catch the falling stone. Should he 
succeed, he places the one stone he has earned to one side. The whole 
procedure is repeated with the remaining stones. If the player is success- 
ful during the second inning, his score increases to two as he places to one 
side the second stone which he has earned. He continues the play as long 
as he catches the falling stone and at the same time successfully scoops 
out all stones and then replaces all except one. When he loses his turn, 
another player tries his luck with the remaining stones and thus the game 
continues. Should the game progress to the point where only three stones 
remain in the hole, the player throws one of the stones into the air and 
quickly tries to place one of the two remaining stones on the near, and 
one on the far, side of the hole. He then tries to catch the falling stone. 
The player who earns the greatest number of stones wins the game. 

There are many variations of stone play popular with the African chil- 
dren. One of their favorite stone games is to toss a pebble into the air, then 
quickly grasp a larger stone and hold it in the palm of the hand. The 
object of the game is to hold the large stone so that it may be struck by 
the pebble as it falls. K: SC 


STUNTS 


Calabash 


Age: Intermediate Supplies: not any 

Players: 3; single group ; infor- Activity (active) : grasping, pull- 
mal ing, pushing 

Place: gymnasium, playground ; Appeal : problem solving 
schoolroom 
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Two players lock their arms around a third player who stands between 
them. The middle player is a “calabash” locked within the walls. The 
only way in which he may escape is to wiggle out. The players who hold 
him move their arms up and down in order to prevent him from escaping. 
K:SC 


Horse 
Age: Junior High Supplies: not any 
Players: 3; single group; in- Activity (active) : grasping, sit- 
formal ting on mount 
Place: gymnasium; playground Appeal: skill 


Two boys form the horse by one of them facing the back of the other 
and placing his hands on the shoulders of the boy in front. Another boy 
mounts the horse and rides astride the arms of the boy in the back. C: 
AWCIK:SC 

Jump the Stick 


Age: Junior High Supplies : wands or broom handles 

Players : unlimited ; individual ; Activity (active) : jumping, run- 
informal ning 

Place: playground Appeal : skill 


The popularity of this stunt is proof that the African boys like activity 
that requires agility. Each player grasps a stick with both hands and 
extends his arms forward. As he runs forward he jumps the stick; as he 
continues running, he jumps the stick; as he continues running, he 
quickly passes the stick over his head and jumps again. K:SC 


Eskimo Football 


ALASKA 


It is generally understood that during the few warm weeks of the 
summer season the Eskimo is a busy person, gathering his food supply 
for the year. It is a mistake to think of the Eskimo as dragging through 
the long winter months in a state of idleness. Much of this time he spends 
in making tools to have in readiness for hunting and fishing when summer 
comes. Winter is also the season for amusements and all sports. Football 
is the favorite sport. The ball may be made of a skin which is filled with 
dried moss or small feathers. 

The play activities of the Eskimo children may be classified as stunts 
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and active games, many of which suggest the chief occupations of the 
adults. There are no singing games to be found among this people. Prob- 
ably due to the severe climate, the games are very strenuous and call 
for much endurance. Sled coasting and playing with bows and arrows are 
among the chief amusements of the children. 


ATHLETIC GAMES 
Eskimo Football 


Age: Intermediate Supplies: football 

Players: unlimited ; two-group ; Activity (active) : kicking, run- 
line ning, throwing 

Place: playground Appeal: competition, problem 


solving, skill 


The playing area for the game is the space between two long parallel 
lines. The distance between the lines depends upon the number and the 
ability of the players. The Eskimo boys scratch the lines on the ice or 
hard dry snow. The players divide into two teams. Each team stands 
on a line and faces the center of the field. The umpire stands 
midway and at one end of the space between the lines. He starts the ball 
to rolling slowly between the teams. As the ball stops rolling, the umpire 
calls, “Ai,” which is the signal for the teams to rush forward and kick the 
ball across the opponents’ line. The winner is the successful team. 

A variation of the game is that the two teams stand ro feet apart within 
the playing area instead of on the lines. The players form a compact wall 
by standing very close together. The umpire throws the ball down be- 
tween the teams. As a unit the teams rush forward to kick the ball. If the 
ball is kicked through the wall of players, the teams quickly break ranks. 
The defensive team tries to keep the ball from crossing the line in the 
rear. The offensive team tries to score by kicking the ball over the line. 
S:GNAI 


Over the Hill Shinny 
Age: Intermediate Supplies: balls, clubs 
Players: unlimited ; single group; Activity (active) : running, strik- 
informal ing 
Place: playground Appeal: competition, skill 


This game is much like shinny and something like golf. The ball is a 
bone from the flipper of a seal. The club is a rib bone from a walrus. Each 
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boy has his own ball and club and in turn tries to score one point by 
knocking the ball over a hill of snow. 


The score is counted on their fingers. The player scoring ro first wins. 
P:HOCL 


Sand-bag Ball 


Age: Intermediate Supplies : playground ball 

Players: 6 to 16; single group; Activity (active) : batting, kneel- 
compact circle ing 

Place : gymnasium ; playground Appeal: competition, skill 


A ball about the size of our baseball is made of seal skin partially filled 
with sand. The players usually kneel in a circle or stand in a small area. 
The ball is batted in the air. The players strike it with the palm of the 
hand and try to keep it from falling to the ground. If a player strikes and 
misses the ball, he is out of the game. The last player in the circle wins. 

Variation: If the ball falls to the ground, the game ends and a few 
minutes rest is allowed before beginning anew. There may be two groups 
in competition. P:CLOL; S:ES 


Shinny 
Age: Intermediate Supplies : balls, clubs 
Players : unlimited ; single group ; Activity (active) : running, strik- 
informal ing 
Place : playground Appeal: skill 


This game is played on the ice. Each boy carries a long stick made of a 
walrus bone. There is a ball made of the walrus tusk which is driven 
back and forth across the ice. The object of the game is to drive the ball 
a great distance and then recover it. S:ES 


CONTESTS 
Hands and Feet Race 
Age: Intermediate Supplies : not any , 
Players : unlimited ; single group ; Activity (active) : running on 
line hands and feet : A 
Place: gymnasium ; playground Appeal: competition, skill 


The players lean forward touching their hands to the ground. The 
arms and legs are held very stiff. The object of the game is to hitch or 
jump forward. The race is very strenuous and should be short. H:CA 
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Jumping Forward Race 


Age: Intermediate Supplies: not any 
Players : unlimited ; single group ; Activity (active) : jumping 
line Appeal: competition, skill 


Place : gymnasium ; playground 


The players stand with arms folded across the chest and jump forward 
to a goal line about 15 feet away. The feet are held close together and 
the knees are rigid. H:CA 


HUNTING GAMES 
Ha-Goo (Come on) 


Age: Intermediate Supplies: a brightly colored ban- 
Players: unlimited ; two-group ; ner 

line Activity (moderate) : not smil- 
Place: gymnasium ; playground ing 


Appeal: competition 


This game is popular with the Thlinget (pronounced Klin-ket) chil- 
dren in Southeastern Alaska. 

Two parallel lines 30 feet apart are drawn on the ground. The players 
are grouped in two sides and stand on the lines facing their opponents. 
A captain is appointed for each side. The captain of one side signals with 
his banner (a rag fastened to a stick) and cries “Ha-goo” or “Come on.” 
One player from the opposite side advances while his opponents try to 
make him smile by saying funny things or making funny faces. If the 
player smiles the least bit, he is out of the game and another player is sent 
out from his side. If he crosses to the opposite side without smiling, 
he has captured the banner and returns with it to. his side. The play con- 
tinues until all players except one have been eliminated. The object of 
the game is to hold the banner last. PHS 


Oomingmuk (Musk-oxen) 


Age: Intermediate (boys) Supplies: cloth or paper bags 

Players: unlimited ; two-group ; Activity (active) : dodging, 
circle throwing 

Place: gymnasium ; playground Appeal : competition, skill 


The players are divided into two sides. The members of one side en- 
circle the other players who have pulled the skins of musk-oxen (paper 
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bags may be substituted) over their heads. The circle players try to hit 
the others with blunt arrows. A time limit may be set for the game. The 
number of players remaining within the circle when time is called consti- 
tutes the score. The two sides change places and the game continues. PHS 


PASTIME GAMES 


Gegoudge 
Age: Intermediate Supplies : walnuts 
Players: unlimited ; group-and- Activity (moderate) : pitching 
one; line Appeal: skill 


Place: playground 


A hole is dug in the ground to represent the “bank.” An equal number 
of walnuts is given to each player. One player, the “banker,” stands near 
the hole. The other players stand about six feet away from the “bank” 
and each takes his turn at pitching walnuts into the “bank.” If a player 
succeeds in pitching an even number of walnuts in the “bank,” he re- 
ceives that many walnuts from the “banker’’; otherwise he loses all of 
his walnuts to the “banker.” W:PGON 


Guessing Game (Thlinget Tribe) 


Age: Intermediate Supplies: 20 or more small sticks 
Players: unlimited; group-and- Activity (quiet) : guessing 

one; informal Appeal : problem solving 
Place: gymnasium; playground ; 

schoolroom 


One player is selected to be the “It” and holds 20 or more small sticks. 
He arranges the sticks in several groups. The other players close their 
eyes until the “It” calls “Ready.” Each player then quickly guesses the 
number of groups. The first one calling the correct number becomes the 
“Tt” for the next game. PHS 


Noo-Gloo-Took (Pin and Stick Game) 


Age: Intermediate Supplies : pierced ivory, pins, 

Players: unlimited ; single group ; string 
informal Activity (moderate) : striking 

Place: gymnasium ; schoolroom Appeal: competition, skill, prob- 


lem solving 


Md (O) FO) 
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A piece of ivory which is pierced through and through with holes is 
connected to a pin by means of a long string. Each child holds the pin in 
his hands and whirls the ivory through the air. He tries to catch it on the 
point of the pin. If he fails, the ivory hits his hands. If he succeeds, he 
wins. Even if he does not catch it, he only says “Yi! Yi” and tries again. 
This game is sometimes called the “stick and pin” game. C:AWC; S:ES 


Reindeer Hunt 


Age: Intermediate Supplies: antlers, arrows, bows 
Players: 2 to 10; single group; Activity (active) : shooting 
informal Appeal : competition, skill 


Place: playground 


Reindeer antlers are stuck in the snow on the hillside. The boys slide 
down the hill on their ice sleds and as they dash by the antlers they shoot 
their arrows at them. 

If a boy is successful in knocking down an antler, he takes it as his own. 
The boys continue to shoot until all antlers are down. The game is over 
when all antlers have been knocked down. The boy who has claimed the 
greatest number of antlers, wins the game. C:AWC; P:CLOL 


Tack-Whang! Tack-Whang! 


Age: Junior High Supplies: arrows, bows 
Players: unlimited ; single group; Activity (moderate) : shooting 
informal Appeal: competition, skill 


Place: playground 


Each boy has a bow and a number of marked arrows. He shoots 
arrows Straight up into the air and continues to shoot until the first has 
fallen. Then he does not shoot another one until all the boys have had to 
stop shooting. When each boy has stopped, the arrows are counted. The 
boy having the greatest number of arrows wins. They are ready to shoot 
again. Sometimes only those are counted that stand upright or fall in a 
drawn circle. P: CLOL; S:ES 


STUNTS 
Rolling Down the Hill 
Age: Intermediate Supplies : not any 
Players: unlimited ; individual; Activity (active) : forward roll 
informal Appeal: repetition, rhythm, skill 


Place: hillside 


Games of Many Lands 51 


The head is placed on the knees and the hands grasp the ankles. The 
children roll forward, over and over until they reach the bottom of the 
hill. Then they race up the hill and start over again. P: HOCL 


Spinning Tops 


Age: Intermediate Supplies: tops 

Players: unlimited ; individual ; Activity (active) : running, 
informal throwing 

Place: gymnasium ; playground Appeal: skill 


This stunt is a combination of an indoor and outdoor activity. The 
Eskimo children usually spin the top by twirling the long stem between 
their hands. The top is set in motion and then the owner immediately 
dashes out of the igloo and runs around it, trying to get inside again 
before the top ceases to spin. H:CPML 


Donkey Game 


ARMENIA 


The children of Armenia play games very similar to some of our 
American games of childhood. For instance, they play “jacks” with 
smooth pebbles just as our children play with rubber balls and metal 
“jacks.” The girls play with dolls and jump rope, too. Not dissimilar to 
games of American boys are the Armenian games of marbles, spinning 
tops, ball play, and leap-frog. 
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ATHLETIC GAME 


Tutush (similar to “One Old Cat”) 


Age: Intermediate Supplies: club, sharp stick 

Players: 4 to 12; group-and-one ; Activity (moderate) : catching, 
informal running, striking 

Place: playground Appeal: skill 


One player serves as batsman, the others are fielders. Instead of using 
a ball and bat, a long stick or club serves as the bat and a short stick 
sharpened at both ends and about five inches long takes the place of a 
ball. The batsman knocks the sharp stick into the air and strikes it a 
second time after which the fielders are allowed to catch it. The fielder 
who catches a fly goes to bat, otherwise the batsman continues. W: 
PGON 


HUNTING GAMES 


Dempig 
Age: Intermediate Supplies: not any 
Players: unlimited ; group-and- Activity (moderate) : chasing, 
one; informal dodging, running 
Place: playground Appeal : competition, skill 


The “It” is chosen by casting lots. The other players crowd around 
him and suddenly one of them taps him on the back and runs away. The 
“Tt” must run after him. If he catches the runner before another player 
tags the runner, the one caught becomes the “It.” If he does not catch 
the runner before he is tagged by another, the “It” must chase the last 
player who tagged the runner. Each time a runner is tagged by a player, 
the “It” must run after the player who did the tagging. W: PGON 


Tsatgerdan or Esh-Khaghoog 
(Jumping or Donkey Game) 


Age: Junior High Supplies : handkerchief 

Players: unlimited ; single group ; Activity (active) : Jumping, 
line leaping, stooping 

Place : playground Appeal : competition, skill 


The players line up a certain distance from a designated goal. All 
players jump to the goal. The last one to reach the goal is the “donkey.” 
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He stoops low and the other players jump over him as in “Leap Frog.” 
The boy gradually raises himself up to where he stands at his full height 
except that his head is dropped forward. If a player fails to jump over 
him the two players exchange places. If all succeed, they jump again. 
The jumping is made more difficult this time by placing a handkerchief 
on the head of the “donkey.” The players continue to jump until one of 
them causes the handkerchief to fall. The player who knocks the handker- 
chief down becomes the “donkey.” W:PGON 


yh Hin a 


Tap the Line 


BELGIUM 


Little is to be said about the play of the children of Belgium. The game, 
“Tap the Line,” is an adaptation from a Belgian folk tale of long ago. 
The description of the game would indicate that the play patterns of this 
country are rich in dramatic as well as physical activity. 
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HUNTING GAME 


Tap the Line 


Age: Intermediate Supplies: pole 
Players: unlimited ; transition Activity (moderate) : chasing, 
Place: gymnasium, playground dodging, running 


Appeal: competition, skill, 
problem solving 


One player is chosen to be “‘tapper” and starts the game by chasing 
all of the other players until he succeeds in tapping one, who is called 
“bogey.” As soon as “tapper” has tagged “bogey” they race for the 
“pole” which is in the center of the playing area. 

If “bogey” succeeds in touching the pole first, he is free and may return 
to the group. If “tapper” reaches the pole first then “bogey” is a prisoner 
and must stay at the pole, touching it with one hand or one foot, while 
“tapper” is quite busy now for he not only chases the players but also 
keeps an eye on “bogey,” for if a player touches “bogey” this frees 
“bogey” and he may return to the group. If “tapper” tags a player before 
he frees “bogey” then the player must join one hand with “‘bogey’s” free 
hand. In this way the line at the pole becomes longer as the players are 
tapped. 

If at any time one of the free players touches any one in the line, the 
line players are then free and the game starts over. The same “tapper” 
must continue to serve until he has all of the players in the line at the 
pole. 

This is a very popular game with little people and even young lads 
and lassies in Belgium. They present a quaint picture as they scamper 
about the pole in their wooden shoes. They have to stay at the pole when 
they are tapped. The game as it is played today is adapted from the Old 
Flemish Game of “Verlos.” F & W: PRW 


Jumping Bars 


BORNEO 


Borneo is the second largest island in the world. A wild tribe, known 
as Dyaks, inhabits the major portion of the territory. The games on 
the next page are from the pastimes of these people. The scarcity of 
games from the island may be due in part to the lack of written material 
about the play habits of this people. On the other hand it may be due in 
part to the fact that neither the children nor adults participate in organ- 
ized play activities. Nevertheless, the appeal of both the game and stunt 
seems to be chiefly that of problem solving and skill. The stunt, “Jump- 
ing Bars,” suggests cruelty that we do not find in the play patterns 


of many countries. 
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PASTIME GAME 


Fiber Game 
Age: Intermediate Supplies: fibers from banana leaf 
Players : unlimited ; couple ; in- Activity (moderate) : striking 
formal Appeal : competition, skill, prob- 
Place: gymnasium; playground lem solving 


The players make a toy from a banana leaf by pulling long fibers from 
the midrib of the leaf. Enough of the rib is left attached to provide a 
handle to the strand. Each player selects what he judges to be the strong- 
est fiber. He then inserts the unattached end into a small piece of bamboo 
in which there is a slight split. The closing of the cleft in the bamboo 
insures its firm attachment to the fiber. The object of the game is to cut 
the opponent’s strand by wrapping one’s own around it or, by quick 
jerking movements, to snatch the handle from the opponent’s grasp. A: 
MIJ 


STUNT 


Jumping Bars 


Age: Intermediate Supplies : 2 wooden bars or wands 
Players: unlimited ; groups of Activity (active) : jumping 
three ; informal Appeal: problem solving, skill 


Place: gymnasium, playground 


Played in the manner of the Dyaks, a tribe of central Borneo, this is 
a somewhat dangerous pastime. Two ironwood poles about eight feet 
long are placed parallel on the ground and about five feet apart. Facing 
one another and each standing behind the center of one of the poles, two 
players grasp opposite ends of two forty pound ironwood bars. These 
bars are about six feet long and are resting on the eight-foot poles. The 
men crouch on the ground and rap the bars together quickly while a third 
player dances up and down, placing one or both feet between the bars. 
The object of the game is to catch the player between the bars. It may 
readily be seen that the weight of the bars is so heavy that serious injury 
may result if an ankle is caught with force between the pieces of wood. 
Our children may adapt the game to more civil usage by substituting 
canes or ropes for the bars. A: MIJ 


Frog Dance 


BURMA 


The most typical pastimes of the children of Burma are their games of 
marbles, peg-tops, and leap-frog. Here the boys and girls indulge in kite- 
flying to a large extent, just as American children do in the more windy 
months of the year. Toy sail boats make up many miniature regattas 
which are held in the first ditch or puddle that makes itself available. 
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CONTEST 
Frog Dance 
Age: Intermediate Supplies: not any 
Players: unlimited ; single group ; Activity (active) : kicking, clap- 
circle ping, stooping 
Place: gymnasium; playground Appeal: competition, repetition, 
skill 


The players squat on their haunches in a circle. They hop rhythmically, 
throwing out first one foot and then the other. As each player hops, he 
claps his hands in front of his knees, then behind his back, trying to 
make the other players fall over. When a player falls he is eliminated. 
The one who dances longest without falling over is the winner. H: CPML 


HUNTING GAMES 


Loo K’Bah Zee 


Age: Intermediate Supplies: small ball or stone 

Players: unlimited; group-and- Activity (active) : dodging, reach- 
two; line ing, running 

Place: gymnasium, playground Appeal: problem solving, skill 


All the players stand in a line with their hands behind them. A player 
is chosen to be the “It.” He passes a ball or similar object down behind 
the line, pretending to place it in the hands of one after another. As soon 
as the object is left in the hands of a player this player must run out of 
the line. Those on either side must then try to catch him without leaving 
their places. If the runner escapes he takes the “It’s” place and the “It” 
joins the line. If the runner is caught, the “It” must pass the stone again, 
and so on. H:CPML 


Straddle the Pole Catch 


Age: Intermediate Supplies: pole 

Players: unlimited; group-and- Activity (active) : dodging, 
one; line jumping, reaching, running 

Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


All the players but one stand astride a pole that is laid on the ground. 
The odd player is called the “catcher” and he stands in front of the 
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group. He may never cross the pole but always must go around it. To 
escape the “‘catcher” the other players may cross the pole any time and 
even run away. The “catcher” may not tag a player unless they are on the 
same side of the pole. When a player is caught, the “catcher” may lead 
him by the ear to the pole or ride his back to the pole. The one caught 
then becomes the “catcher” and the game continues. H:CPML 


Zum Zum 
Age: Intermediate Supplies: not any 
Players: 4; couple; line Activity (moderate) : chasing, 
Place: gymnasium ; playground dodging, holding breath, run- 
ning 


Appeal: competition, repetition, 
rhythm, skill 

The players are arranged so that there are two on each side of a drawn 
line. One player advances across the line saying zee-e-e-e-e- etc., or 
dee-e-e-e, etc. He continues as long as he can on one breath and at the 
same time tries to tag an opponent. When he gives out of breath his oppo- 
nents may tag him before he crosses the line. The winning side is deter- 
mined by which ever succeeds in tagging. If both fail to tag, then the 
opponent crosses the line with the same sound. The sides alternate until 
some one is tagged. The two winners mount the opponents’ back like 
men on horses. The “riders” roll a handkerchief into a ball and throw 
to one another. If the handkerchief should fall to the ground, the “rider” 
or “horse” who first picks it up starts the new game. H:CPML. 


Among the laymen of the world the idea prevails that the Chinese are 
a very passive people who do not indulge in sports or games for pastime. 
However, the number of Chinese games found indicates the richness of 
the play life of the Chinese boys and girls. Moreover, the character of 
many of the games practically explodes the theory that the Chinese are 
not much given to play activities. The games indicate the genuine demo- 
cratic spirit of the Chinese. The Chinese boy, like the Chinese man, is a 
democrat and is ready to follow the leader who knows what he is doing 


and is capable of doing it. The idea of civil service in a genuine democracy 
is instilled in childhood. 
62 
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The Chinese boys and girls play a game of shuttle-cock with the feet. 
Then, too, kite-flying, marble playing, and leap frog come in for their 
share of popularity as pastimes among this people of the Orient. 


ATHLETIC GAMES 


Hockey 
Age: Intermediate Supplies: balls, clubs 
Players: unlimited; group-and- Activity (active) : striking, run- 
one; informal ning 
Place: playground Appeal : competition, problem 


solving, skill 


This game is so much like American shinny that a description is not 
given here. The principal difference is that all the boys try to prevent one 
boy from knocking the ball into the big hole. H:CBG. A description of 
shinny may be found in Our Wonder World, Vol. VI, p. 85. 


Jumping Fox 


Age: Intermediate Supplies : one long stick for each 

Players: 6-12; single group; in- player ; one short stick 
formal Activity (moderate) : striking 

Place: playground Appeal: competition, problem 


solving, skill 


A small stick, called the “fox,” is sharpened at each end. A longer stick 
is necessary for each player. A two-foot square is drawn to represent a 
“city.” The “fox” is placed about three yards from the “city.” The object 
of the game is to make the “fox” jump into the “city” by striking it with 
the long stick. The number of strikes allowed each player varies with 
the distance from the “city” at which the “fox” is placed. The player 
who gets the “fox” in the “city” with the smallest number of strokes wins. 
W:PGON 


Striking the Stick 


Age: Junior High (boys) Supplies : wooden blocks, sticks 
Players: 2 to 8; single group; 10-15 inches long 

informal Activity (moderate), striking, 
Place: playground throwing 


Appeal : competition, problem 
solving, skill 
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A square of five or six feet is drawn on the ground. One boy stands in 
the center with a stick 10 to 15 inches long in his hand. Another places a 
block on the square in a place which he thinks will be hardest to hit by 
the “striker” in the center. The latter may turn on one foot and place the 
other outside the square in order to secure an advantageous position. He 
then aims and throws his stick at the block to knock it out of the square. 
If he fails, the boy who placed the block becomes the “striker” and an- 
other boy places the block for him. If he succeeds, he is allowed three 
trials at striking the block in the following manner: he first strikes the 
block perpendicularly, trying to cause it to bounce two or three feet in 
the air, and then drives it as far as possible, as one would hit a baseball. 
If he drives it the distance agreed upon, which may be anywhere from 
20 to 500 feet, he has won the game. H:CBG 


HUNTING GAMES 
Call the Chickens Home 


Age: Primary Supplies : handkerchief 
Players: unlimited; group-and- Activity (moderate) : chasing, 
one; informal dodging, running 
Place: gymnasium ; playground Appeal: competition, dramatiza- 
tion 


One player is blindfolded and stands apart from the others who are 
the “chickens.” The “chickens” run by and touch the blind one after he 
says, ‘““Tsoo, Tsoo—come and find your mother.” If a “chicken” is caught 
by the blind one, the one caught becomes the blind man. P:CLOL 


Cat and Mouse 


OR 
Big Bear and Little Bear 
Age: Primary Supplies : not any 
Players: unlimited ; group-and- Activity (active) : chasing, dodg- 
two; circle ing, running, stooping 
Place: gymnasium, playground Appeal: dramatization, problem 


solving, repetition 
One player is selected to be the “cat,” another is the “mouse” and the 


others form a circle around the “mouse” while the “cat” is outside. The 
circle revolves as the “cat” asks, “What time is it?” The players reply, 
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“Oh, it’s about nine.” The “cat” then says, “What’s the mouse doing?” 
The players answer, “Getting ready to dine.” Suddenly the circle stops 
revolving and the chase begins. The “cat” rushes in the circle while the 
“mouse” runs out under the joined hands of the players. The “cat”? must 
follow exactly the path chosen by the “mouse.” The players favor the 
“mouse” by raising their hands, but they try to hinder the “cat” by 
lowering or raising their hands. When the “mouse” is caught the “cat” 
eats his victim; the “cat” becomes the “mouse” and a new “cat” is 
chosen. The eating process affords much amusement, and as every “cat” 
uses his own imagination during the procedure, it is not possible to 
describe it. One of the characteristics of a good “cat” is a good eater. 

When the Chinese children play this game, the two runners wear 
masks, such as tigers, mice, cats, bears, dogs, or other animals. H:CBG; 
PHS 


Catching Fishes in the Dark 


Age: Primary Supplies : handkerchief 
Players: unlimited; group-and Activity (moderate) : chasing, 
one; informal dodging, guessing, running 
Place: gymnasium ; playground Appeal: dramatization ; problem 
solving 


One player is blindfolded. The other players secretly name themselves 
some “fish.” The “fishes” run past the blindman, trying to tag him with- 
out being caught. If one is caught, the blindman guesses the player’s 
name. If he guesses correctly, the “fish” becomes the blindman, otherwise 
the “fish” is free. H: CPML 


Chinese Wall 


Age: Intermediate Supplies : not any ; 
Players: unlimited; transition Activity (active) : chasing, dodg- 
Place: gymnasium ; playground ing, running 


Appeal: competition, problem 
solving, skill 
The wall is marked off by two lines 10 feet apart and across the center 
of the playing area. Parallel to the wall are drawn two goal lines 15 to 
20 feet from the wall. One player is chosen to be the guard and he stands 
on the wall. The other players stand behind a chosen goal line. When the 
guard calls “Start!” the players must run to the opposite goal. The guard 
may not step over the wall line but any players caught on the 1o foot 
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wall become guards and help catch when the next call is given. The last 
player caught is the guard for the next game. B:GPHS 


Cows Eye 
Age: Intermediate Supplies: not any 
Players: unlimited ; group-and- Activity (quiet) : a counting-out 
one; circle game 
Place: gymnasium ; playground Appeal: dramatization, rhythm 


This is a popular game with young Chinese girls. The players sit in a 
circle with their feet to the center. One player counts out the rhyme and 
the one whose feet are touched on the word “out” gets out of the circle. 
The rhyme is repeated until all except one are eliminated. This player 
then removes her shoes and receives a slap on the bottom of her feet from 
the other players. 

The rhyme is: 


“One, two, three, and an old cow’s eye, 
When a cow’s eye’s blind she’ll surely die. 
A piece of skin and a melon too, 

If you have money I'll sell to you, 
But if you’re without, 
Pll put you out.”* H:CBG 


Cow’s Tail 
Age: Intermediate Supplies: not any 
Players: unlimited ; group-and- Activity (moderate) : chasing, 
one; file dodging, running 
Place: gymnasium ; playground Appeal: dramatization, repeti- 


tion, rhythm 


A small child is chosen to be “Grab” and she stoops with a stick in her 
hands and pretends to be digging in the ground. The others are “lambs” 
and form a compact file with the hands around the waist of the girl ahead. 
They walk toward “Grab” and engage in the following conversation: 


“What are you digging?’ 
‘Digging a hole.’ 
‘What is it for?’ 
‘My pot for to boil.’ 


1 Headland, Isaac, T., The Chinese Boy and Girl, New York: Fleming H. Revell Co. 
I9OI, p. 92. Quoted by permission of the publishers. 


1 
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‘What will you heat?’ 
‘Some water and broth.’ 
‘How use the water?’ 
‘TI wash some cloth.’ 
‘What will you make?’ 
‘TIl make a bag.’ 
‘And what put in it?’ 

‘A knife and a rag.’ 
‘What is the knife for?’ 
‘To kill your lambs.’ 

‘What have they done?’ 
‘They’ve eaten my yams.’ 

‘How high were they?’ 
‘About so high.’ 

‘Oh, that isn’t high.’ 
‘As high as the sky.’ 


‘What is your name?’ 

‘My name is Grab, what is your name?’ 
‘My name is Turn.’ 

‘Turn once for me.’ 


As they walk around the “lambs” say: 


‘We turn about once, 
Or twice I declare, 

And she may grab, 
But we don’t care.’ 


‘Can’t you grab once for us?’ 
‘Yes, but what I grab I keep.’ ”? 


“Grab” then runs and reaches for one of the “lambs” but the first 
“lamb” offers protection for the rest by spreading her arms, meanwhile 
the line swings from side to side in order to escape “Grab.” Any “lamb” 
tagged by “Grab” is out. The play continues until all lambs have been 
caught. 

There seems to be no explanation for calling the children “lambs” 
and the game “Cow’s Tail.” 


2 Ibid., pp. 89-90. 
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Eating Fish’s Tail 
OR 
Catching the Snake’s Tail 


Age: Primary Supplies: not any l 
Players : unlimited ; single group ; Activity (active) : dodging, 
line grasping, running 
Place: gymnasium ; playground Appeal: dramatization, problem 
solving 


The “fish” is formed by the children joining hands one behind the 
other. The front players represent the “head” and the last ones, the 
“tail” of the “fish.” The “head” tries to catch and eat the “tail”? while 
the “tail” tries to escape. The longer the “fish,” the greater the excite- 
ment. If a player breaks his hold he must drop out of line. H:CPML 


Fishing by Hand 


Age: Intermediate Supplies : handkerchief 
Players: unlimited; group-and- Activity (active) : clapping, dodg- 
one; informal ing, grasping, running 
Place: gymnasium ; playground Appeal: dramatization, problem 
solving 


Boundary lines are established. One player, the “fisherman,” is blind- 
folded and extends his right arm forward with the palm downward. The 
other players, the “fish,” tease him and try to tag his palm with their 
index finger. Should the “fisherman” close his hand upon the finger of a 
“fish,” that “fish” is caught. The two players exchange places provided 
the “fisherman” guesses the name of the “fish” before removing the 
blindfold. 

During the game, the “fisherman” may say, “The tide is high,” where- 
upon the “fish” move as if playing in deep water. Should the call, “The 
tide is low,” be given, the “fish” move about carefully as if playing in 
shallow water. W: PGON 


Forcing the City Gates 


Age: Intermediate Supplies: not any 

Players: unlimited ; two-group ; Activity (moderate) : grasping, 
line pulling, pushing 

Place: gymnasium ; playground Appeal: competition, problem 


solving, repetition 
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The players form two lines facing each other. The members of each 
line hold hands very tightly. A boy from one line runs out and tries to 
press through the opponents’ line. If he succeeds the two whose hands 
he parted join his side. If he fails then he must join the opposing team. 
The lines alternate turns until all the boys are on one side. B:GPHS; 
H:CBG 


Fox and Geese 


Age: Intermediate Supplies : not any 

Players: unlimited ; group-and- Activity (active) : chasing, dodg- 
one; line ing, grasping 

Place: gymnasium ; playground Appeal: dramatization, problem 


solving, repetition 


The following dialogue is sometimes used to open a game: 

The fox taunts the geese by saying, “Geese, geese, gannio.” 

To which the Geese scornfully reply, “Fox, fox, fannio.” 

The Fox asks, “How many geese have you today?” 

The Gander replies, “More than you can catch and carry away! 2 
One player is chosen to be the “fox” and stands in front of all other 
players. The other players stand one behind the other with their hands 
on the shoulders of the one next in front. All are in single file behind the 
“gander.” The “fox” may only tag the last “goose” in the line or the 
last five or ten if the line is very long. The “gander” can dodge or spread 
his arms or use any means he wishes to keep the “fox”? from the last 
“goose.” All the line should cooperate with the gander to protect the 
last one. If the “fox” tags the last “goose” (or the last five or ten) that 
“goose” takes the place of the “fox,” the “fox” becomes the “gander” 
and the game continues. 

The game is played in almost all lands, under names of various 
animals. In England it is known as “Fox Trail.” American boys and girls 
play similar games called “Hill Dill” and “Tom Tiddler’s Ground.” 
Tom Tiddler was originally Tom t’Idler and is mentioned in one of 
Dickens’ Christmas Stories. B:GPHS 


Foxes and Cabbages 


Age: Intermediate Supplies : sticks 

Players: unlimited; three-group ; Activity (active) : chasing, dodg- 
informal ing, hiding, running 

Place: playground Appeal: dramatization, problem 


solving, skill 
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A home base is established. The players are divided into three groups, 
“foxes,” “gardeners,” and “cabbages.” The “cabbages” are planted in 
rows by the “gardeners” who then hide for about ten minutes. While the 
“gardeners” are hiding, the “foxes” enter the garden, each “fox” carry- 
ing a pole across his shoulder. He seizes a “cabbage” and forces him to 
grasp the pole, then the two hurry out of sight and hide from the “gar- 
deners.” When the ten minutes have passed the “gardeners” seek the 
“foxes” and “cabbages.”’ Should a “gardener” find a “fox” and “cab- 
bage,” he chases them back to the home base, trying to catch a “cab- 
bage.” If he succeeds before the “fox” and “cabbage” return to the base, 
the “fox” must pay a forfeit to the “gardener”; otherwise the “fox” re- 
ceives a forfeit from the “gardener.” W:PGON 


Fruit Sale 


Age: Primary Supplies : not any 

Players: unlimited; group-and- Activity (moderate) : grasping, 
two; line stooping, swinging 

Place: gymnasium; playground Appeal: dramatization, repetition 


One player is the “market man” and another the “buyer.” The rest 
of the players are “fruit.” They clasp their hands under their knees. 
The “buyer” asks, “Have you any fruit for sale?” The “market man” 
replies, “Plenty, today. Would you like some?” The “buyer” places his 
clasped hands on their hands. Some he says are too hard, too soft, too 
sour, etc., until at last he finds one to suit him. (If any “fruit” has 
laughed he must pay a forfeit to be redeemed at the close of the game.) 
The “market man” and “buyer” then take the selected fruit by the 
arms. If he does not release the grasp after swinging forward and back- 
ward three times, he is bought. The game is continued until all “fruit” 
are bought. 

This is an old game that is popular in many countries. In Italy it is 
called “Chicken Market,” while in England it is known as “Sale of 
Honey Pots.” B:GPHS 


Hawk Catching Young Chicks 


Age: Intermediate Supplies : not any 

Players: unlimited ; group-and- Activity (active): chasing, dodg- 
one; file ing, grasping 

Place: gymnasium ; playground Appeal: dramatization, problem 


solving 
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One boy is the “hawk” and stands in front of a larger boy, the “hen.” 
Behind the “hen” are all the “chicks” who grasp each other around the 
waist and seek protection from the “hawk.” The “chicks” dodge from 
one side to the other. When the “hawk” has caught all the “chicks,” the 
game is ended. H:CBG 

The same game is played by English children under the name “Hen 
and Chickens.” It is known to the children of the Philippine Islands by 
the name Lawin at Sisim or “Hawk and Chicken.” 


Let Out the Doves or Dove and Hawk 


Age: Primary Supplies : not any 
Players: unlimited ; groups of Activity (moderate) : chasing, 
three ; informal dodging, running 
Place: gymnasium, playground Appeal: competition, dramatiza- 
; tion, skill 


The children are arranged in groups of three. The center person 
represents a Chinese child playing with her pet dove. The child on the 
left represents a “hawk” and the child on the right a “dove.” The center 
player makes a motion as if to pitch the “dove” into the air. The “dove” 
flies away and then the “hawk” is released to try to catch the “dove.” 

The center player claps her hands which is a signal to call her “dove” 
home. If the “dove” has not been caught by this time she returns home 
safely, but if the “hawk” catches her, neither of them returns and 
another “dove” and “hawk” are chosen. P: HOCL 


Protecting Eggs 


Age: Intermediate Supplies: stones 

Players: unlimited ; group-and- Activity (active) : dodging, reach- 
one; informal ing 

Place: gymnasium ; playground Appeal: problem solving, skill 


One player is chosen to be the “protector,” and the others are “rob- 
bers.” Near the feet of the “protector” there lies a stone or “eggs” for 
each “robber.” The “robbers” try to steal the “eggs.” If the “protector” 
tags a “robber” with hands or feet, the two exchange places. If the 
“robbers” get away untouched with all the “eggs,” the “protector” must 
serve again. W: PGON 
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Select Fruit 


Age: Intermediate Supplies : not any , 
Players: unlimited ; two-group ; Activity (moderate) : stooping 
line Appeal: problem solving 


Place: gymnasium ; playground 


Two captains are selected and the players are divided into two equal 
teams. Each team stoops in a line 20 feet apart. Each player chooses the 
name of some kind of fruit. One from a line is blindfolded by his cap- 
tain and a boy from the opposite side steals quietly over and touches 
the blindfolded one and then returns to his place. 

The blindfolded one is allowed to see and is told to go over and select 
the “fruit” (boy) that touched him. He may identify the guilty one by 
noting a change in position, by trying to get him to smile, or by any 
means he sees fit to bring about a confession. If he guesses correctly he 
wins the guilty one on his side, otherwise the blindfolded one must 
remain with his opponents. Play is continued until all players are on 
one side. H:CBG 


Tiger Trap 


Age: Intermediate Supplies: not any 
Players: unlimited; group-and- Activity (moderate) : chasing, 
_two; line dodging, running 
Place: gymnasium ; playground Appeal: competition, problem 
solving 


One player is chosen to be the “tiger,” another is the “kid.” The 
others stand in two lines facing each other at about 12 feet apart. The 
“kid” stands at one end of the lines and bleats. The “tiger” goes in 
between the lines at the other end and the two lines rush toward each 
other to form a circle and close the trap. The “tiger” tries hard to break 
out while the “kid” runs about outside bleating very loudly. If he fails 
to break out another player becomes the “tiger.” If the “tiger” breaks 
out and catches the “kid,” then he becomes the “kid” and another 
“tiger” is chosen. H:CPML; P:CLOL 


Water Sprite 


Age: Intermediate Supplies: not any 

Players : unlimited ; two-group- Activity (moderate) : chasing, 
and-one ; line dodging, running 

Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 
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The players stand facing each other in two lines 20 to 30 feet apart. 
The space between them is the river. The “Water Sprite” stands in the 
middle of the river. A player on one side signals to a player on the other 
side to change places with him. As they run across the river the “Water 
Sprite” tries to catch one of them. If a player is caught he must be the 
“Water Sprite.” P:CLOL 

This game is sometimes played under the name “Hill Dill.” It also 
resembles “Pom Pom Pullaway.” 


Water the Flowers 


Age: Primary Supplies : not any 
Players: unlimited ; group-and- Activity (quiet) : conversation, 
two; circle stooping 
Place: gymnasium; playground Appeal: dramatization, repeti- 
: tion 


One girl is the “mistress” and another the “servant.” The other play- 
ers are “flowers” and squat in a circle. The “mistress” walks among the 
“flowers” and pretends to sprinkle water upon them as she says the 
following rhyme: 


«I water the flowers, I water the flowers, 
I water them morning and evening hours, 
I never wait till the flowers are dry, 

I water them ere the sun is high.” * 


The “mistress” then goes away to dinner and leaves the “servant” in 
charge of the “flowers.” While the “mistress” is gone one “flower” is 
stolen. When she returns and discovers the loss, she asks the “servant” 
to explain the theft. The answer is, “ ‘A man came from the south on 
horseback and stole one before I knew it. I followed him but how could 
I catch a man on horseback?’ ” 

The “servant” is rebuked but she is left to care for the “flowers” 
again. The game continues until all the “flowers” are stolen. The “serv- 
ant,” offering many excuses to the “mistress,” is finally dismissed 
without wages or recommendation. H:CBG 


3 Ibid., p. 84. 
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Wolf 
Age: Intermediate Supplies : not any 
Players : unlimited ; group-and- Activity (active) : chasing, dodg- 
one; informal ing, jumping, running 
Place: playground Appeal : dramatization, problem 


solving, skill 


The “sheep” choose a pen and blind their eyes. The “wolf,” a chosen 
player, hides while the leader of the “sheep” counts to 100. When the 
“sheep” look for the “wolf” they must stay behind their leader who 
says, as soon as she sees the “wolf”: 


“All my sheep 
Gather in a heap; 
For I spy the woolly, woolly wolf!” 


The “wolf” must make a jump at the “sheep” before he chases them 
to their pen. The “wolf” may not jump or chase them before he hears 
the word “wolf.” They may tantalize the “wolf”? by saying, “Woolly, 
woolly—cat!” or any other animal and at last say “wolf.” If the “wolf” 
tags a “sheep” before it reaches the pen, that “sheep” joins the “wolf.” 
If there are several “wolves” the leader of the “sheep” may stop as 
soon as she sees any one of them. When one “wolf” runs all the “wolves” 
may run. If the “wolf” spies the “sheep” before they spy him, he may 
call, “Stand your ground, three feet!” The “sheep” must then take 
three steps toward him before he jumps and chases them to the pen. 
If the “wolf” can reach the pen before any “sheep” he may do so and 
catch the “sheep” as they enter. One “sheep” may try to gain the atten- 
tion of the “wolf” while all the other “sheep” run in. When all “sheep” 
have been caught, the game is over. 


This game is also played by Japanese children. B:GPHS 


PASTIME GAMES 
Bouncing Ball 


Age: Junior High Supplies: hand ball 
Players: 3 ; single group; informal Activity (active) : batting, catch- 
Place: gymnasium ; playground ing, dribbling, running 


Appeal : repetition, skill 


This game is played in the Chinese schools and is very similar to 
American handball, The wall against which the ball is batted is from 
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to to 15 feet square. One player starts the game by batting a rubber 
ball with the hands so that it will bounce from the wall in any direction. 
A second player pursues the ball and tries to get it up to the wall and 
bats it against the wall for the third player to pursue. Any number of 
dribbles and bounces is allowed. L: JHPE 


Chinese Chicken 


Age: Intermediate Supplies : shoes, wooden blocks, or 
Players: unlimited; two-group; bean bags 

line Activity (moderate) : balancing, 
Place: gymnasium ; playground hopping, kicking, stooping 


Appeal: competition, skill 


The shoes are placed in straight rows of 5 to 15 each with a space of 
ro inches between. The players divide into groups of 5 to ro as for a 
relay, each group facing a row of shoes. 

The game may be competitive between groups but was originally for 
one large group. The first player is a “lame chicken” and hops over each 
shoe until the end of the row of shoes is reached. He takes his lame 
(lifted) foot and kicks the last shoe away then picks it up and carries 
it back over the same route. The play continues, the “lame chicken” 
hopping on the opposite foot, until he fails. If he touches any shoe except 
the last one, he must give his place to another. The player with the 
most shoes at the close of the game is the winner. 

Small blocks of wood, sticks, or bean bags are often used instead of 
shoes. B:GPHS 


Flower Match 


Age: Intermediate Supplies : leaves, grasses or flowers 

Players: unlimited ; single group; Activity (quiet) : matching leaves, 
circle grasses, flowers 

Place: gymnasium ; playground; Appeal: competition, problem 
schoolroom solving 


The players gather a handful of leaves and grasses and sit on the 
ground in a circle. One player places a leaf, grass, or flower in the middle 
of the circle. The player next to her tries to match it. All players have 
a turn at matching and then the first player gathers up all the leaves 
from the center of the circle and keeps them. Another player begins the 
game. The player with the greatest number of leaves, flowers, or grasses 
all counted together is the winner. P:CLOL 
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Grass Blade 


Age: Primary Supplies: grass blades 

Players: unlimited ; group-and- Activity (quiet) : looping and 
one; informal pulling grass blades 

Place: playground Appeal : competition 


Each player gathers a handful of soft, flexible grass blades and sits 
in a group. The first player makes a loop of the grass by holding both 
ends of it between his fingers. The second makes a loop in the same way 
with his blade loop through the first and the two pull. The player whose 
blade breaks loses, and the two pieces are given to the winner as trophies. 
The winner goes on to the next and so on until his blade is broken. At 
this point he must give his turn to another player. The player with the 
greatest number of trophies is the winner. 

This game is played by both Japanese and Korean children. B: GPHS 


Honor 
Age: Primary Supplies : not any 
Players: unlimited ; couple; in- Activity (quiet) : pulling 
formal Appeal: competition, problem 
Place: gymnasium; playground; solving 


schoolroom 


The players hook the first finger of their right hand to that of their 
partner and pull strenuously. When the fingers break apart, both play- 
ers say the word “Honor.” The first one heard is entitled to an obeisance 
on the part of the other. The word “Honor” must not be spoken until 
the fingers are apart. Those who fail the first trial sit down. Those who 
succeed pair off with others. This is continued until there is only one 
player left who is considered the hero of the game. H: CBG 


Kick the Marbles 


Age: Intermediate Supplies: two marbles 

Players: two; informal Activity (moderate) : kicking 

Place : playground Appeal: competition, problem 
solving 


This game is most successfully played when there are only two par- 
ticipants. Each player has two large marbles about one and one-half 
inch in diameter. One of the players places both his marbles on the 
ground, points to one of them and tells the other player to “kick this 
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marble north.” He may say “kick this marble east, or west, or south.” 
The player must do as he is told, and he has but one chance. If he is suc- 
cessful in kicking the marble in the proper direction, he has won, and 
because he has won, he has another chance. This time he tries to kick 
so that the first marble will touch the other. If he does this, he scores 
two points. Each boy tries to leave the marbles in as difficult a position 
as possible for the next player. However, if the marbles are left in too 
difficult a position for the opponent to kick, he may. refuse to play and 
the first player is forced by a rule of the game to kick from his own 
difficult position. Herein lies a peculiarity which we do not find among 
the other games of the world. It pays tribute to the Chinese golden rule 
of “Do not unto others what you would not have them do unto you.” 
Pee be TER HOCE 


Kick the Shoes 


Age: Intermediate Supplies : shoes 

Players ; unlimited ; single Activity (active) : kicking, run- 
group; informal ning 

Place: gymnasium ; playground Appeal: competition 


The boys take off their shoes and place them in a pile and then kick 
them. Each boy grabs all the shoes he can. Sometimes the winner is the 
one with his own shoes, the greatest number of shoes, or a pair that 
fits him. This is a good test of the boys’ alertness. H:CBG 


Knocking the Stick 


Age: Intermediate Supplies: sticks 10-15 inches long 
Players: unlimited ; single group ; Activity (active) : throwing 

line Appeal: competition, problem 
Place: playground solving, skill 


Two lines eight feet apart are drawn on the ground. A stick 10 to 15 
inches long is placed upon one line. The object of the game is to throw 
another stick at the one placed on the line and knock it over the oppo- 
site line. The player knocking the stick over first wins. H:CBG 


Meat or Vegetables 


Age: Intermediate Supplies : shoes 
Players: unlimited ; single group ; Activity (active) : hopping, 
informal throwing 


Place: gymnasium ; playground Appeal : competition, skill 
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The players hold their two shoes in front of them and drop them. 
The way they fall determines what meat or vegetable they are. 

If the shoes fall upright and at right angles, the toe of one shoe rest- 
ing on the toe of the other, they form a “dark alley.” A “big black tiger” 
is formed if the shoes fall upside down. If both shoes fall on the side, 
they form “double beans.” “Honest officials” result if both shoes fall 
in the upright position. “Dog’s legs” are formed if one shoe falls bottom 
up and the other in upright position. The player whose shoes first form 
a “dark alley” throws a pebble through the “alley” (under the toe of 
the top shoe) three times. If he succeeds, he picks up the shoes and 
throws them back of him and then hops to each shoe and kicks it over 
a drawn line. After kicking the shoes over the line, the player hops over 
the line himself. If he fails in any step, he must give another player a 
chance. H:CBG 


Pitch Brickbats 


Age: Intermediate Supplies: brickbats 
Players: unlimited; single Activity (active) : pitching 
group; line Appeal : competition 


Place: playground 


Two lines, 15 feet apart, are drawn. One is the goal line, the other the 
starting line. The players stand on the starting line and throw a brick- 
bat to the goal line. After the throwing the action centers around two 
players. The player whose brick falls farthest from the goal line places 
his brick on that line. The player whose brick falls nearest the goal line 
stands on the starting line and throws at his opponent’s brick, the 
object being to knock the brick from the line. If he fails, the opponent 
in turn tries to displace his brick. If he succeeds, he pitches his brick 
near that of his opponent. He hops over and kicks his brick so as to 
knock over his opponent’s brick. 


He then carries his own brick in different positions as follows: 


Walking—with brick on head, each shoulder, back, and chest. 
Hopping—brick in the groin and in the bend of the knee. 
Shuffling—brick between his legs. 


Each time he must drop his brick on that of his opponent and knock 
it over. At last he marks a square 18 inches around the brick, then hops 


back and forth over it and the square 1o times. Thus he becomes the 
winner: H:CBG 
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Seek for Gold 


Age: Intermediate Supplies: pebbles 
Players: unlimited ; single group ; Activity (quiet) : stooping 
informal Appeal : competition, skill 
Place: gymnasium ; schoolroom ; 
playground 


Pebbles are scattered on the ground. The girls squat around them 
and one girl draws her finger between two of the pebbles, trying to 
snap one against the other. If she fails another girl takes her turn. In 
the end the winner is the girl with the most pebbles. 

This game is sometimes called “Bandit’s Gold.” H:CBG 


Shuttlecock 
Age: Junior High i Supplies : shuttlecocks 
Players: 2 or more; single group ; Activity (active) : kicking, strik- 
circle ing 
Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


Two or more players form a ring. One player tosses or kicks the 
shuttlecock up into the air so that it will fall near another player. If it 
is impossible for the player receiving the shuttlecock to kick it, he may 
hit it with his hand and in this way send it to another player or he 
may strike it so that it may be easily hit by the foot. The foot strokes 
consist of hitting the shuttlecock with the flat soles of the shoes. T he 
most common stroke is made with the inner side of the sole of the right 
shoe. j 

The object of the game is to keep the shuttlecock in the air as long 
as possible. The shuttlecock is made of several layers of skin instead 
of cork as we usually see it. The layers are of paper or shark’s skin. 
Three duck’s feathers are used: L:JHPE 


Throw Cash 
Age: Intermediate Supplies : cash pieces ; 
Players : unlimited ; single group ; Activity (moderate) : throwing 
informal Appeal : competition, skill 


Place : playground 


Each boy takes a coin from his pocket and presses it against a wall. 
He releases the coin and lets it roll down the side of a wall and as far away 
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as possible. The boy whose coin is farthest away picks it up and throws 
it at the wall with force to make it bound back a great distance. Each 
player does this in turn. The one whose coin bounds farthest back places 
his foot on the spot where his coin was and pitches it at the coins of the 
other players. He keeps all the cash he hits. If he misses, all who have 
cash begin the game anew. The winner is the boy who takes up the 
most cash. H:CBG 


STUNTS 


Buying a Lock 


Age: Primary Supplies: not any 

Players: 6 to 12; single group; Activity (moderate) : grasping, 
line stooping 

Place: gymnasium ; playground Appeal: repetition 


The players stand in a long line side by side, holding hands. Each 
player clasps his neighbor’s hand so that the palm of his own right hand 
faces backward and the palm of his own left hand faces forward. The 
players repeat a verse, while one end of the line starts to pass under the 
raised arms of the two players at the opposite end. Instead of passing 
entirely under the arch the next to the last player makes a three-quarter 
turn so that his own left arm is across his chest and is joined with his 
neighbor’s right which rests on his right shoulder. When all players 
have thus turned, they should be in a single file one behind the other. 
The players unwind in reverse order, still repeating the verse which is 
similar to this one: 


“Away we go to buy a lock; 
What kind of a lock shall we choose? 
Let’s try a broom handle, and if that does not work, 
Then a poker we'll buy and use. 
Should neither the broom nor the poker work 
We'll break it then with a stone.” B:GPHS 


Flower Pot 
Age: Intermediate Supplies : not any 
Players: 3; single group Activity (moderate) : grasping, 
Place: gymnasium ; playground; high stepping 


schoolroom Appeal: problem solving, skill 
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The girls are numbered 1, 2, and 3. All stand in a triangle formation, 
each with her left hand joining the right hand of another and crossed 
in the center. Then, by putting arms of Nos. 1 and 2 back of No. 3, 
No. 3 may step into the center and by stepping over two other arms she 
is on the opposite side. The players again cross hands in the center and 
the other girls go through in the same way. By repeating the rhyme 
below the players add merriment to the stunt: l 


“You first cross over, and then cross back, 
And step in the well as you cross the track, 
And then there is something else you do, 
Oh, yes, you make a flower-pot too.” * H:CBG 


Going to Town 


Age: Intermediate Supplies: not any 
Players ; unlimited ; couple Activity (active) : lifting, pulling 
Place: gymnasium ; playground ; pushing 

schoolroom Appeal: skill 


Two Chinese girls stand back to back with arms locked and lift each 
other upon their backs as they repeat the following verse: 


“Up you go, down you see, 
Here’s a turnip for you and me; 
Here’s a pitcher, we'll go to town; 
Oh, what a pity, we’ve fallen down.” * 


The two then sit down and engage in this dialogue: 


“ “What do you see in the heavens bright?’ 
‘I see the moon and the stars at night.’ 
‘What do you see in the earth, pray, tell?’ 
‘T see in the earth a deep, deep well.’ 
‘What do you see in the well, my dear?’ 
‘T see a frog and his voice I hear.’ 
‘What is he saying there on the rock?’ 
‘Get up, get up, ke’rh Kua, ke’rh kua.’” i 
Then they try to get up without touching their hands to the ground. 
The boys play a similar game called “Pounding Rice.” 


4 Ibid., p. 88. 
5 Ibid., p. 80. 
apid p: 81. 
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Man Wheel 
Age: Junior High (boys) Supplies : not any 
Players: 5; single group Activity (active) : grasping, turn- 
Place: gymnasium ; playground ing 


Appeal: rhythm, skill 


One large boy stands in the middle, two middle-sized boys stand to 
each side of him, one facing north and one facing south. Two smaller 
boys stand beside them. Each of the two outer boys clutch the others’ 
girdles and the center boy grasps the free hand of the outside boys. 
In this way all are bound together. As the wheel begins to turn the smaller 
boys are gradually lifted from the ground; as the wheel turns faster, 
the smaller boys are swung out to a somewhat horizontal plane. H:CBG 


Skin the Snake 


Age: Intermediate Supplies: not any 

Players: 3 to 12; single group; Activity (active) : grasping, turn- 
file ing, walking 

Place: gymnasium; playground Appeal: repetition, rhythm, skill 


The boys stand in a file one behind the other and bend forward, each 
putting his right hand between his legs and grasping the left hand of 
the boy behind him. All start walking backward. The one in the rear lies 
down and the others begin to stride over, each lying down as he backs 
over with his neighbor’s head between his legs and so on. The last one 
down gets up first and walks forward astride the line and raises each 
one up after him until all are in their original position. H:CBG 


Turning the Mill 


Age: Intermediate Supplies: not any 
Players: unlimited ; couple Activity (active) : grasping, turn- 
Place: schoolroom ; gymnasium ; ing 
playground Appeal: dramatization, rhythm, 
repetition 


Two players take hold of each other’s hands and turn half-way around 
by putting one arm up over their heads and bringing their left or right 
sides together, facing in opposite directions. The players then stand still 
and engage in the following conversation: 
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“Where has the big dog gone? 
Gone to the city. 
Where has the little dog gone? 
Run away.” 


Then, as they begin to turn, they repeat: 


“The big dog’s gone to the city; 
The little dog’s run away; 
The egg has fallen and broken, 
And the oil’s leaked out, they say. 
But you be a roller 
And hull with power, 
And I'll be a millstone 
And grind the flour.” * H:CBG 


Riding the Bicycle 


Age: Intermediate Supplies: not any 
Players: unlimited ; groups of Activity (active) : walking 
three; line Appeal: competition, skill 


Place: gymnasium ; playground 


Any number of children may participate in this game. The players 
are in groups of three. Two players stand side by side, joining the inside 
hands while the third player stands astride the joined hands of the first 
two. The groups form in a line. At signal, all groups start walking toward 
a designated goal line. The group that crosses the line first is the winner. 
L: JHPE i 


7 Thid., p. 82. 


Angel and Imp 


CUBA 


The play activities of the Cuban children are primarily related to the 
sea. Surf bathing, swimming, diving, and sailing are favorite pastimes. 
Due to the ever present tourists on the island, many of the children spend 
the major part of their time peddling simple souvenirs. 


HUNTING GAMES 
Angel and Imp 


Age: Primary Supplies : not any 

Players: unlimited ; transition Activity (moderate) : conversation 

Place: gymnasium ; playground Appeal: dramatization, repetition 
84 
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Three extra players are chosen from the group, one is a “saleswoman,” 
another is the “angel,” and the third is the “imp.” All of the other play- 
ers secretly choose a color. The “angel” knocks on the door of the “sales- 
woman” and this dialogue follows: 


The saleswoman asks, “Who knocks?” 

The angel replies, “The Angel.” 

The saleswoman inquires, “What can I do for ycu?” 
The angel says, “I want ribbons.” 

The saleswoman asks, “What color do you prefer?” 


The “angel” states a color and the player of that color joins the 
“angel’s” side. If the angel fails to name a color of one of the players, 
she must go away alone. 

The “imp” follows the same procedure. The side having the great- 
est number of “ribbons” at the close of the game wins. 

This game is played in Puerto Rico. The winning side is determined 
by a tug-of-war after all ribbons have been sold. AWSB; PHS 


Policemen and Pirates 


Age: Intermediate Supplies: not any 

Players: unlimited ; two-group ; Activity (active) : chasing, dodg- 
informal ing, running 

Place: gymnasium ; playground Appeal : competition, skill 


The players are in two bands which are chosen as follows: all stand 
in one line while one of the group, covering his eyes with his hands, walks 
in front of the line saying, “Policeman, pirate; policeman, pirate, etc.” 
The players touch him as he walks in front of them and thus receive 
their assignment to a band. 

A leader is selected for each band. The pirates band together while 
the Chief of Police calls his men to Headquarters. The play begins when 
the Chief of Police blows his whistle. The “policemen” chase the 
“pirates” until the leader and three of the “pirates” have been caught. 


PHS 


Baste the Bear 


DENMARK 


There are fewer restrictions of etiquette on social life in Denmark 
than in most countries, and consequently less extremes of differences 
in the modes of life and grades in the social ladder. Though hard work- 
ers, the Danes are a pleasure loving race. There is a great attraction for 
French habits and fashions. There are many parks and open spaces, 
which in spring and summer are the scenes of gay amusements. Circuses, 
yachting, lawn tennis, wrestling matches, cycles racing—all go to make 
up the recreation menu of the average Dane. Swimming is the favorite 


pastime of every Danish boy. It is said that there are more bicycles per 
86 


Games of Many Lands 87 


capita in Denmark than any other country of the universe, indicating 
that “everybody cycles in Denmark.” 

Along with polo and hockey, football is a popular summer sport. 
“Bandy,” a game similar to our ice hockey, is quite a favorite during the 
winter months. Lawn tennis and croquet consume a large part of the 
leisure time of the Danes during the summer months, with croquet being 
a particular favorite of the girls and ladies. In winter theatres, music- 
halls, and concert halls re-open. Dinner parties are the chief social enter- 
tainment, with dancing coming in for its share of leisure time employ- 
ment. 


ATHLETIC GAME 


Danish Rounders 


Age: Junior High Supplies: tennis ball 

Players: 8 to 20; two-group;in- . Activity (active) : catching, run- 
formal ning, striking 

Place: gymnasium ; playground Appeal : competition, problem 


solving, skill 


This game was taught by a Danish girl to the girls in Bartram School 
in Jacksonville, Florida. It is particularly popular in the school. The 
playing rules are simple, as follows: 


“ry. Two teams, of any number of players. We play on a regular 


tennis court, marking squares at each corner of the court—sim- 
ilar to bases in ball games. 

2. The ‘in’ team is that which is batting, the ‘out’ that which is 
fielding. 

3. The pitcher, of the out-team, has to throw the ball above the 
head of the batter, who hits with her hand and runs to the first 
square. 

4. A point is scored when a player has run all around the field or 
room, passing through each square. 

5. The fielders try to return the ball as quickly as possible to the 
pitcher, who grounds it in the pitching circle and calls ‘Down’! 
The ball must be in her hand. 

6. When ‘Down’ is called, any player running between squares is 
out. 

7. To be in the squares, any player must be grounded, not in the air. 
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8. If the ball is caught from a hit, the player who hit it is out and 
any one running between squares is out. 
9. Any number of players may be in a square at the same time, and 
the running need not be in consecutive order. 
10. The players need not run every time the ball is hit, but at their 
own discretion. 
tr. If the hitter misses the ball, he runs anyway. (With small chil- 
dren, two tries at hitting may be allowed.) 
12. Points may go to side or individual. 
13. Teams should have an even number of innings, or play to time. 
14. The last one to bat when no one else is waiting can have three 
tries but must run to first square each time and can be put out. 
The other players can run for each hit. (This is especially for 
small teams.)” ° C: JHPE 


HUNTING GAMES 


Baste the Bear 


Age: Intermediate Supplies: rope, stool 
Players: unlimited ; group-and- Activity (active) : dodging, strik- 
two; circle in 
Place: gymnasium ; playground Appeal : problem solving, repeti- 
tion, skill 


The “bear” sits on a stool in the center of the circle and holds one end 
of a two-foot rope knotted at each end. His “keeper” holds the other 
end of the rope in the circle. The players may only try to tag the “bear” 
or his “keeper” when the “keeper” calls, “My bear is free!” If they 
tag at any other time that player becomes the “bear”; the former “bear” 
is the “keeper”; and the “keeper” joins the circle. The players try to 
tag the “keeper” (who tries to protect the bear by dodging around him) 
or the “bear” without being tagged themselves by either. Should a player 
be tagged the player becomes the “keeper” and the “keeper” joins the 
circle. 

If a rope is not available the “bear” and “keeper” may hold hands, or a 
small circle may be drawn in which the “bear” and “keeper” must 
remain, or the “keeper” may be allowed to go two steps and no more 
away from the “bear.” CPE: Vol. XI; B:GPHS 


* Campbell, Antoinette, “How We Do It.” Journal of Health and Physical Education. 
Vol. IX, May, 1938, p. 312. Quoted by permission of the publishers. 
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Dog and Hare 


Age: Primary Supplies : not any 

Players: unlimited; group-and- Activity (active) : chasing, dodg- 
two; circle ing, galloping, running, skip- 

Place: gymnasium ; playground ping 


Appeal: dramatization, problem 
solving, repetition 

The players form a circle and join hands. Two players are chosen 
from the ring, one to be the “hare”; the other the “dog.” The “hare” 
pretends to be asleep in the center of the circle. He crouches on all fours 
and places his head low to the ground. The circle players start walking 
slowly around and around the “hare.” They gradually increase their 
speed by running, galloping, or skipping. The “hare” awakens and hops 
about, occasionally sitting up to wiggle his long ears which are repre- 
sented by his hands placed at either side of his head. Meanwhile the 
“dog” is outside the circle, awaiting his opportunity to chase the “hare.” 
His chance does not occur until the circle players suddenly stop moving. 
Even then they may crowd together to help the “hare,” although they 
must not stoop or sit. When the “hare” is caught he chooses a circle 
player to take his place and he becomes the “dog.” W:PGON. 


Fish Game 
OR 
Ocean is Stormy 

Age: Intermediate Supplies: not any EA 
Players: unlimited ; transition Activity (moderate) : listening, 
Place: gymnasium ; playground memory, running 

Appeal: dramatization, problem 

solving 


The players are in couples and stand within small circles marked on 
the floor about the room. There is one more couple than circles. Each 
couple quietly selects the name of a fish with the exception of the odd 
couple. They are the “whales” and walk about the room, calling the 
names of the fishes. When a couple’s name is called, they leave their 
circle and walk behind the “whales.” After all names have been called 
or after the “whales” have called all the names they can think of, they 
cry, “The ocean is stormy.” All “fishes” and the “whales” heed the 
warning by rushing to find a circle. The odd couple without a circle 
becomes the “whales” for the next game. W:PGON 
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Guard the Blind 


Age: Intermediate Supplies : handkerchief 

Players: unlimited; group-and- Activity (active) : chasing, dodg- 
two; circle ing 

Place: gymnasium ; playground Appeal: problem solving, skill 


The “It,” who is blindfolded, stands with his guard in the center of 
ring formed by the other players. The guard tries to keep the circle 
players from tagging the “It.” When the “It,” is tagged he commands 
“Stop!” and each player must hold the position he was in at the time 
of the command. Then the “It” tries to guess which player tagged him. 
If he succeeds, the player becomes the “It.” If he fails, the guard 
becomes the “It” and another guard is chosen from the ring. CPE. Vol. XI 


. Robbers and Soldiers 
Age: Intermediate Supplies: not any 


Players: unlimited; transition Activity (active) : chasing, dodg- 
Place: playground ing, hiding, running 


Appeal: competition, problem 
solving, skill 


The players are divided with a proportion of one “robber” to five 
“soldiers.” The “General” is the leader of the “soldiers” while the “rob- 
bers’ ” leader is called the “Captain.” The “soldiers” stand at the prison 
until the “General,” who allows the “robbers” five or ten minutes start, 
gives a command for the “soldiers” to search. The “robbers” may hide 
in any place they wish and may resist all the capture possible when 
found. Several “soldiers” may be required to bring a single “robber” 
to prison. A “robber” may resist all the way and perhaps escape before 
they reach the prison. Prisoners may escape if not prevented by the 
guard who is appointed by the “General.” “Soldiers” may use any means 
to capture a “robber” besides a simple hunt. The game is over when 
all “robbers” are prisoners. “Soldiers” may signal for help at any time. 
B:GPHS 
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Robin’s Alive 


Age: Primary Supplies: ball or bean bag 
Players: unlimited ; single group ; Activity (moderate) : passing 
circle Appeal: dramatization, repetition 
Place: gymnasium ; playground; 
schoolroom 


It is said that games in which an object is passed around the circle 
from hand to hand come from an old Danish tale. Centuries ago there 
lived a Danish nobleman who possessed a pet bird of which he was very 
fond. When the nobleman was called to war, he left the bird with a 
peasant and cautioned him to take good care of it. Unfortunately the 
bird died and the peasant was severely punished. 

The game known as “Robin’s Alive” is based upon this tale and is 
played by children in Denmark. The players stand in circle and pass 
from hand to hand a burning torch of paper or wood, saying, “Lad ikke 
min Herre Fugl doee” (Let not my Lord’s bird die). The unfortunate 
player who holds the torch when the fire goes out pays a forfeit. 

A variation of this game is to have the group chase the unlucky player. 
The one who catches the runner starts the next game. CPE. Vol. XI 

It is suggested that a ball or bean bag be substituted for the lighted 
paper or wood and a signal be used to stop the passing of the object. 


Slipper Slap 


Age : Intermediate Supplies : folded paper or slipper 

Players: unlimited; group-and- Activity (moderate) : passing, 
one; circle striking 

Place: gymnasium ; playground ; Appeal: competition, repetition 
schoolroom 


One player stands in the middle while the others stand shoulder to 
shoulder around him so that he cannot see behind their backs. The 
players pass the slipper (a folded piece of paper several thicknesses ) 
from hand to hand, slapping the one in the center whenever the oppor- 
tunity presents itself. If the player in the circle is caught with the 
slipper in his hand by the center player, the two must exchange places. 
As soon as a player slaps the center person, he must instantly put the 
slipper behind his back and pass it to avoid being caught. The center 
player may be misled by the others who may pretend to pass or to slap. 


B:GPHS; CPE. Vol. XI 


Stool Ball 


ENGLAND 


Generally speaking the games played by the English children are 
active and suggest the Englishman’s love of sports and outdoor activ- 
ities. The traditional games of England bear evidence of early beliefs 
and customs. The games “Hunt the Fox,” “Jingling Match,” “Pell Mell,” 
“Smugglers,” and “Stool Ball” have their origin in folkways of old 
England. These games and many others, such as “Blackthorn,” which 
is like our “Fox and Geese,” and “Cat after Mouse,” similar to “Cat 


and Rat,” have given rise to game patterns played by the children of 
America. 
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ATHLETIC GAMES 


Human Skittles 
(Dodge ball for three) 


Age: Junior High Supplies: ball for each group of 3 
Players: unlimited ; threes; line Activity (active) : catching, 
Place: gymnasium ; playground dodging, throwing 


Appeal: skill 


The players are numbered 1, 2, and 3. In the middle of the playing 
area a circle 18 inches is drawn for each group of three. No. 1 stands 
in the circle. Nos. 2 and 3 are at opposite sides of the room, facing No. 1. 

Nos. 2 and 3 are playing together and throw the ball at No. 1’s feet. 
No. 1 may dodge by jumping with her feet together. She must remain 
inside the circle as she jumps. If her feet are hit, she exchanges places 
with the player who hit her. The circle player scores one point each time 
she successfully dodges the ball. The players who throw the ball score 
one point each time they hit the feet of the circle player. After a given 
period the scores are checked. 

Recognition may be given to the individual with the highest score or 
to the group of three with the highest score. A&G:CRPT 


Tandem Tag 
Age: Junior High Supplies: 4 balls or bean bags 
Players; unlimited; group-and- Activity (active) : catching, dodg- 
four ; informal ing, running, throwing 
Place : gymnasium ; playground Appeal : competition, problem 


solving, skill 


Four couples are selected and given different colored bands, such 
as red, blue, green, and yellow. One of each couple holds a bean bag 
or ball. The couples station themselves anywhere within the playing area. 
The other players stand singly and scattered about the field. Four bases 
are designated at one end of the playing area, one for each couple. 

The couples run anywhere about the field, passing the ball between 
themselves. The object is to tag a single player with the ball. When a 
single player is tagged, he goes to the base belonging to the player who 
tagged him. The couple having tagged the greatest number of players 
wins the game. 
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Variation: One couple may wear the colored bands. When a single 
player is tagged, he wears a band and joins the couple in trying to tag 
the other players. The play continues until only one player is free; 
he is declared the winner. Bases are not necessary when played this way. 

No player may hold the ball longer than three seconds or run with 
it in her hands. A&G:CRPT 


Tip Cat 
Age: Intermediate Supplies : baseball bat or long 
Players: 6 to 12; group-and-one ; stick, broom handle 5 or 6 
informal inches long 
Place: playground Activity (active) : running, strik- 
ing 


Appeal: competition, problem 
solving, skill 


The “cat” is a piece of broom handle five or six inches long that is 
sharpened at both ends. 

One player stands within a small circle marked on the ground, and 
hits the end of the “cat” with a baseball bat or a long stick. As it flies 
‘into the air he hits it again with his bat and knocks it aside if he can. 
If it falls inside the circle the batter is out, the first one who can touch 
the “cat” becomes batter. After a certain number of rounds, the one 
who has the highest score wins. Hitting the “cat” is called “tipping 
the cat.” G: DBF 


HUNTING GAMES 


Animals 
Age: Primary Supplies: not any 
Players : unlimited ; single group ; Activity (moderate) : imitating 
informal animals, listening 
Place: schoolroom Appeal: dramatization 


Each player chooses the name of an animal or bird whose cry they can 
imitate. The teacher writes the names on the blackboard and then she 
begins to weave them into a story. When a player hears the name of 
the animal he chose, he stands and imitates the cry. If the teacher calls 
“Menagerie” or “Zoo” all must jump up and cry. K:0EG 
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Dodger Tag 
Age: Intermediate Supplies : not any 
Players: 9 to 12; group-and- Activity (moderate) : chasing, 
three ; circle dodging, running 
Place: gymnasium ; playground Appeal : competition, problem 


solving, skill 


Six or eight players stand in a circle several feet apart. The “dodger” 
stands in the center; the “chasers” (two in number) stand outside on 
opposite sides of the circle. The “dodger” runs around any circle player 
or any number of circle players, scoring one point for each player whom 
he completely encircles. At the same time the “chasers” try to tag the 
“dodger.” If he is tagged, all players resume their starting positions 
and the game continues until the “dodger” has had three turns. After 
that he counts his total score and joins the circle players. One of the 
“chasers” becomes the “dodger”; one of the circle players becomes a 
“chaser.” The game continues until all players have had three turns as 
the “dodger.” The player having the highest score at the close of the 
game wins. A&G:CRPT 


Grandmother Steps With Pat Bouncing 


Age: Intermediate Supplies : small bail for each 
Players: unlimited; group-and- player 

one ; informal Activity (moderate) : pat bounc- 
Place: gymnasium ; playground ing a ball 


Appeal: competition, skill 


One player is selected to be “Grandmother.” She stands toeing a line 
at one end of the playing area with her back to the other players. The 
players stand in line and toe a mark at the far end of the court, each 
holding a small ball. At a signal, the players advance toward the “Grand- 
mother,” pat bouncing their balls. The “Grandmother” quickly faces 
the group from time to time. If she sees a player move or drop her ball, 
that player must return to the starting line. The player who first bounces 
her ball over the ‘“Grandmother’s” line becomes the “Grandmother” 
and the game starts anew. A&G:CRPT 
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Hen and Chickens 
See China “Hawk Catching Young Chicks.” K:OEG 


Hunt the Fox (Middle Ages) 


Age: Intermediate Supplies : not any 

Players: unlimited ; group-and- Activity (active): chasing, dodg- 
two; informal ing, running 

Place: playground Appeal : competition, problem 


solving, skill 


The players are divided into groups of ten. Two players are chosen 
from each group to be the “foxes.” The other players stand behind a 
starting line until the “foxes” cross a line 20 feet away. As soon as the 
“foxes” cross the 20 foot line the players may chase them but must 
follow the same route as the “foxes.” If a player catches a “fox” before 
the “fox” crosses the starting line he becomes a “fox” for the next game. 
H:CA 

Jingling Match 


Age: Intermediate Supplies : large handkerchief 

Players: unlimited; group-and- Activity (active): chasing, dodg- 
one; informal ing, listening, running 

Place: gymnasium ; playground Appeal: problem solving, skill 


This game used to be very popular at the English county fairs. A 
circle, enclosed by a rope, was occupied by nine or ten people, and all 
except one were blindfolded. This player was called the “Jingler” be- 
cause he carried in his hand a small bell, which he rang constantly. 
The blindfolded players, following the sound of the bell, tried to catch 
him. If he was not caught at the end of an allotted time he received a 
prize, otherwise the prize went to the tagger. W: PGON 


King’s Rebels 


Age: Intermediate Supplies : chair or box 

Players: unlimited ; two-group- Activity (moderate) : chasing, 
and-two ; informal dodging, reaching, running 

Place: gymnasium ; playground Appeal: competition, dramatiza- 


tion, problem solving, skill 


The playing area is a large square or rectangle. One player is chosen 
to be the “king” and stands on a chair in the center of the playing area. 
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A circle with a three-foot radius is drawn around the chair. Four play- 
ers are selected to be “guards” and stand outside the circle. The other 
players are “rebels” and station themselves about the playing area nearer 
the boundary lines than the “guards.” 

The “rebels” try to pass the “guards,” gain entrance to the circle, 
and tag the “‘king.” If the “king” is tagged the game stops, this player 
becomes a “king” and the “king” becomes a “guard.” If a “guard” tags 
a “rebel,” the “rebel” must run to one boundary line, stand still, and 
count “20” before he may continue to play. 

The “guards” try to tag the “rebels” only when they are near the 
circle. Once a “rebel” enters the circle he is safe to tag the “king.” 
A&G:CRPT 


My Lady’s Toilet 


Age: Intermediate Supplies: chairs 
Players: unlimited; group-and- Activity (active) : running, turn- 
one; circle ing 
Place: gymnasium Appeal: dramatization, repeti- 
tion, skill 


One player is chosen to be the lady’s “maid” and stands in the center 
of a ring formed by the others who are seated in chairs. Each player 
chooses the name of an article of dress such as handkerchief, hat, jacket, 
comb, brush, mirror, watch, chain, or shoes. The lady’s “maid” calls 
out, “My Lady is ready to make her toilet and wants her brush.” The 
one who represents the brush stands and turns round quickly as she 
repeats her name. Should the word “toilet” be mentioned all players 
jump up and whirl around. As they turn the lady’s “maid” tries to get 
the chair of one of the players. If she is successful, the player who is 
without a chair becomes the next “maid.” K:OEG 

The French version of this game and the American adaptation, known 
as “Spin the Platter,” vary slightly from the above description. The 
«maid” crouches in the center and spins a plate or tray while she names 
the articles of toilet that My Lady wants. The player, representing 
the article named, runs to the center and catches the plate while it is 
spinning. If successful, she becomes the next spinner. If she does not 
succeed she pays her forfeit and returns to her place. Mention may be 
made of My Lady’s preparation for a ball. At that time all players must 
change places. The spinner tries to secure a chair for herself. B:GPHS 
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Pell Mell 
Age: Intermediate Supplies: 2 playground balls 
Players: unlimited ; two-group ; Activity (moderate) : chasing, 
line bowling, dodging, running 
Place: gymnasium; playground Appeal : competition, problem 


solving, skill 


This game is one of the oldest of English games that have come down 
to us. It gets its unusual name from the famous street of London known 
throughout the world as “Pell Mell.” The game was derived from the 
old English holiday frolics on the Green when the people rushed away 
from the crowded street, “Pall Mall,” to the country. 

The players are in two parallel lines, girls on one side, boys on the 
other, with a few feet between the lines. A leader is chosen for each side 
and stands at the head of his line, holding a large ball. Two lines, about 
three feet apart, are marked between the two rows of players. At a 
signal, the leaders bowl their balls down between the lines. If the balls 
do not cross a line the leaders may bowl them again. If a ball rolls across 
one of the lines the nearest player may run out of his place and grab 
the ball. He then runs around back of the lines of players and tries to 
return to his place before some player from the opposite side can catch 
him. If he is successful, he takes the place of the leader who lost his ball, 
otherwise the player who tags him becomes a leader and the tagged one 
drops out of the game. 

The excitement of the game increases when the two balls roll over the 
lines. When only two children are left to bowl the balls down the lane, 
the game is at its peak. The others gather around the last two and urge 
them out. 

The first ball now to cross the line is grabbed by the nearest player 
who flees while the whole group, shouting “Pell Mell,” chases him. The 
player who tags the one with the ball is a leader of the next game. The 
other leader is determined in the same way and a new game is started. 
F&H: PRW 


Prisoner’s Base 


Age: Intermediate Supplies: not any 
Players : unlimited ; transition Activity (active) : chasing, dodg- 
Place: gymnasium ; playground ing, running 


Appeal: competition, skill, prob- 
lem solving 


There seem to be conflicting opinions as to the origin of this game. 


Games of Many Lands 99 


Bancroft ° states that “Prisoner’s Base” and similar games such as 
“Stealing Sticks” are thought to have originated during the days of 
border warfare. 

Compton’s * gives the origin to be in a game called “War is Declared” 
which was played during the Ancient Olympic games. 

The game, ‘“‘Prisoner’s Base,” is mentioned by Strutt. He points out 
that early in the reign of Edward the Third a Proclamation at the begin- 
ning of the Parliamentary proceedings prohibited the playing of the 
game in the avenues of Westminster palace. The game, played by adults 
at that time, interfered with members of Parliament passing to and from 
the palace. 

The game was once called “The Country Base” and is mentioned in 
Shakespeare’s “Cymbeline.” At one time it was called ‘“Chivy,” from 
Chevy Chase. 

The territory is marked into two equal parts with opposing corners as 
prison for that territory’s side. A player may venture into the opponents’ 
territory but if caught he must go to the opponents’ prison. He may be 
freed by a free member of his own side tagging him. As the two try to 
return both may be tagged and returned to prison. The winner is the 
side that makes all their opponents prisoners or if a free man enters the 
opponents’ prison when there are no prisoners there. B:GPHS; CPE. 
Vol. XIT 

There are many variations of this game. T he chief differences in the 
games are the positions of each side’s territory and their prison and the 
rules which govern each game. A detailed description of the different 
forms may be found in B:GPHS 


Red Rover 
Age: Intermediate Supplies: not any 
Players: unlimited ; transition Activity (active) : chasing, dodg- 
Place: gymnasium ; playground ing, running 


Appeal : competition, problem 
solving, skill 


Two lines are drawn about 60 feet apart. The players stand behind one 
line, while the “It” stands in the center and calls: 


° Bancroft, Jessie H., Games for Playground, Home, School, and Gymnasium. New 
York: The Macmillan Company, 1924, p. 157. 
10 Comptom’s Pictured Encyclopedia, Chicago: F. E. Compton and Company, Vol. 


XII, 1935, P- 249., 
11 See Bancroft, Jessie H., op. cit., p. 157- 
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“Red Rover, Red Rover, 
Come over, Come over!” 


The players run to the other side. Those caught go into the center to 
help the “It.” The last player caught will start the next game. TCA 


Relievo 
Age: Intermediate Supplies : not any 
Players: unlimited; transition Activity (active): chasing, dodg- 
Place: gymnasium ; playground ing, running 


Appeal: competition, problem 
solving, skill 


A large number of children may play this game. One child is chosen 
to be the “It” and chases the others. When one player is tagged, the two 
join hands and try to tag the others with the free hand. As the players 
are caught, they join the “It” with only the end persons being allowed to 
tag. H:CA 


Sale of Honey Pots 


Age: Primary Supplies : not any 

Players: unlimited; group-and- Activity (moderate) : grasping, 
two; line not smiling, stooping, swinging 

Place: gymnasium ; playground Appeal: dramatization 


One player is the “market man” and another the “buyer.” The rest 
of the players are “honey pots.” They clasp their hands under their 
knees. The buyer asks, “Have you any honey pots for sale?” The 
“market man” replies, “Yes, plenty, will you walk around and look at 
them?” As the “buyer” examines them he places his hands on their head. 
Some he says are too small, or too deep, or too large, until at last he finds 
one to suit him. (If any “honey-pot” has laughed he must pay a forfeit 
to be redeemed at the end of the game.) The “market man” and “buyer” 
then take the selected “honey pot” by the arms. If he has not lost his 
grasp after swinging forward and backward three times, he is bought. 
The game continues until all are bought. B:GPHS 
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Smugglers 
Age: Intermediate Supplies: not any 
Players: unlimited ; group-and- Activity (active) : chasing, dodg- 
one; informal ing, running 
Place: gymnasium ; playground Appeal: competition, dramatiza- 


tion, problem solving, skill 


One player is chosen to be an “officer.” The others represent “smug- 
glers” and stand in a corner of the field. The “smugglers” pretend that 
they are in a harbor and send one player out to keep watch. When he 
sees the “officer” approaching them, he cries, “Look out.” The “smug- 
glers” run and try to reach a designated goal before the “officer” catches 
them. The first player caught becomes the “officer.” 

The game is often called “Police and Robbers” by town children. 
K:OEG 


. Stool Ball 
Age: Junior High Supplies: ball, stones, or chairs 
Players : unlimited ; group-and- Activity (active) : catching, dodg- 
one; circle ing, running, throwing 
Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


This game was originally played with stools by the milkmaids in 
England. 

It was very popular with the early colonists. On the second Christmas 
Day, the colonists in Salem, Massachusetts, expressed to Governor 
William Bradford that they felt it was wrong to work on Christmas. The 
Governor excused them from their tasks that Christmas morning but 
was greatly surprised to find them playing Stool Ball on the street later 
during the day. He demanded that they go back to their tasks for he felt 
that it was wrong to play on that day and when others worked. The 
game used to be played by ladies at Easter. 

A certain number of “stools” (flat stones in the open air and cushions 
indoors) are set up in circular formation, at a considerable distance from 
each other. Each stool is occupied by a single player. When the “It,” who 
stands in the center, throws a ball up in the air every player must change 
his position, running in succession from stool to stool. If the center player 
can recover the ball in time to throw it and strike any one of the players 
before she reaches the stool to which she is running, that player becomes 
the “It” and the center player joins the circle. The game continues as 
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before. Rising quickly from the stone or cushion requires considerable 
agility on the part of the players. W: PGON 


Tiggy Touchwood 


Age: Intermediate Supplies: not any 

Players: unlimited; group-and- Activity (active) : chasing, dodg- 
one ; informal ing, running 

Place: playground Appeal: competition, problem 


solving, skill 


The players are safe from the “It,” or “Tiggy” as long as they are 
touching wood. As they run from one piece of wood to another, ““Tiggy” 
chases them and any one caught must take his place. H:CA 


Trencher or Hoop Game 


Age: Intermediate Supplies : hoop 

Players: unlimited ; group-and- Activity (moderate) : reaching, 
one; circle running 

Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


The players form a circle around a center player who holds a hoop in 
her hands. This player spins the hoop, calls the name of one of the circle 
players, and then rushes to that player’s place. The circle player must 
rush to the center and try to catch the hoop before it has finished spin- 
ning. If she is successful, she then spins it and continues the game, other- 
wise the first spinner must resume her original place. K: 0EG 


PASTIME GAMES 


Disco 
Age: Junior High Supplies: tennis ball and net, 4 
Players: 2 to 4; two-group; in- wooden racquets 
formal Activity (active) : striking 
Place: gymnasium; playground Appeal: competition, problem 


solving, skill 


This is a popular English game which requires agility and skill. The 
court is a rectangle, 14 by 40 feet. The net, which is 18 inches deep, is 
placed across the middle of the court at a height of five feet from the 
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top to the ground. In each half of the court a service line is established 
parallel with and six feet from the base or back line. The service line is 
drawn between two posts which are 11 feet apart. The posts are 8 1/3 
feet high and support a disc 1 2/3 feet in diameter. 

The game may be in singles or doubles, that is, two or four players 
participating at one time. Each player has a wooden racquet 22 inches 
in diameter. A ball is served over the net. In doubles either opponent 
may return the ball to any part of the opposite court. The object of the 
game is to hit one of the discs with a return ball. The team which suc- 
ceeds in hitting a disc first is the winning team. After the players have 
developed skill, it would be interesting to increase the number of hits 
a team must make before winning. 

The ball is considered dead after it touches the ground. The service is 
like that in lawn tennis. One player serves until a game is completed. 
W:PGON 


Five and Ten 


Age: Junior High Supplies: tennis ball, tennis rac- 
Players: 2 to 6; two-group ; in- quets, net with wooden frame 
formal Activity (moderate) : striking 

Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


A frame about three feet high extends across one end of the court. 
The upper part of the frame is made of wood, the lower part of net. In 
the center of the frame, the lower portion of the wood and all of the net 
is cut away. The space is filled with a net pocket or a box. 

The court may be any size between the minimum of three by seven 
yards and the maximum of seven by twelve yards. The back line is known 
as the base line. A service line is drawn parallel with and half way 
between the frame and the base line. The section of the court nearest the 
frame is divided into halves and each half is called a service court. The 
object of the game is to serve the ball from the base line into the pocket. 
Should a player succeed in doing this he scores ten points. If his ball 
misses the pocket but rebounds from the wood into the opposite service 
court, he scores five points. Before starting the game the players should 
agree upon the number of points necessary for winning. W:PGON 
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Shuttle Feather 


i i ies: i t or wood- 
Age: Junior High Supplies: tennis racque 
Players: 4 to 16; two-group; in- en paddle, shuttlecock 
formal Activity (active): striking 
Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


This game consists of batting the shuttlecock with the battledore back 
and forth between teams. A point is scored by the team opposite from 
where the shuttlecock drops to the ground. 

The shuttlecock may be made by placing feathers of equal size at even 
distances into a cork. The battledore used to be a small hand bat but now 
it resembles a tennis racquet which may be used in the place of the 
battledore. This is a very old game, dating back to the Fourteenth Cen- 
tUEV att: CA 

As far back as 1710, young girls in England were known to have batted 
the shuttlecocks that they would not want for exercise. 


RELAYS 


Exchange Race 
Age: Intermediate Supplies: 2 bean bags or balls for 
Players: unlimited; 6 to 8 ina each team 
file ; file Activity (moderate) : passing, 
Place: gymnasium; playground running 
Appeal: competition, skill 


Each team consists of six to eight players who are divided into two 
groups. The players of each group stand in files facing each other and 
about 30 feet apart. The leader of each group toes the starting line and 
holds a ball or bean bag. 

At a given signal, the leaders of each file run forward, exchange balls 
or bags, run around each other, run back to their own half of the team, 
give the bag to the next player, and run to the end of their file. This con- 
tinues until the original leaders hold the bags again. The leaders then 
run forward, join hands and raise them above the head level. This last 
procedure proclaims the winning team. A & G:CRPT 
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Fielding Race 


Age: Intermediate Supplies: a ball for each team 

Players: unlimited; 4 to 6 in a Activity (active): bowling, run- 
nies ile ning 

Place: gymnasium; playground Appeal : competition, skill 


The players of each team stand in a file with their leader toeing a 
starting line. At a signal, the first player in each file bowls his ball forward 
with enough force to make it cross the goal line several feet away. As soon 
as he releases the ball each player runs after his own ball, picks it up 
beyond the goal line, turns and runs back to his file, gives the ball to the 
next player and goes to the end of the file. The play continues until the 
leader, receiving the ball from the last runner, holds the ball high above 
his head. A & G:CRPT 


Ladder Jump 


Age: Intermediate Supplies : not any 
Players: 8 to 24; 4ina file; file Activity (moderate) : jumping 
Place: gymnasium ; playground Appeal : competition, skill 


The players are divided into teams consisting of three or four mem- 
bers who are numbered 1, 2, 3, and 4. Each team stands in a file with 
No. 1 toeing the starting line. No. 1 jumps as far forward as possible 
keeping her feet together. No. 2 then jumps, her starting point is the 
heel marks of No. 1, and the race continues until all in the file have 
jumped. The team which covers the greatest distance wins. 

If a player loses her balance and falls back in landing, the most back- 
ward mark is the starting point for the next player. A& G: CRPT 


Loop Touch 
Age: Junior High Supplies : not any 
Players : unlimited ; twos; line Activity (active): running, turn- 
Place: gymnasium; playground ing 


Appeal: competition, skill 


The players are in twos, partners facing, but standing 30 or more feet 
apart with the toes behind a starting line. A line known as the center line 
is drawn midway between the starting line of the two groups. At the 
signal, partners run forward to the center line, grasp right hands and 
turn (run, skip, hop, etc.) in a complete circle on the spot. They then 
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run back and touch their starting line (or the wall if played indoors) ; 
run forward again and turn with left hands joined. Once more they run 
and touch their starting line and finish at the center line, partners facing 
each other, with right or left hands joined and raised high above the 
head. The couple finishing the whole procedure first wins. 

At the finish, each couple must join hands before raising them above 
the head. A & G: CRPT | 


STUNTS 
Circle Thread the Needle 
Age: Intermediate Supplies : not any s 
Players: unlimited; 6 to 12 in a Activity (active): running, turn- 
circle; circle ing es 
Place; gymnasium ; playground Appeal : competition, rhythm, 
skill. 


One player is chosen to be the “master.” The other players are divided 
into two or more groups. Each group consists of an equal number of 
players (6-12) who join hands and form a circle. Each player is given 
a number, and the “master” calls out two consecutive numbers, such as 
5 and 6. The players having these numbers drop inside hands, continue 
to hold the hands of their neighbors, and run through the arch made by 
the two players under the arch and finally, the players forming the arch 
turn under their own arms and nos. 5 and 6 rejoin hands. The group to 
get in circle formation first wins. The players may be requested to finish 
sitting, kneeling, standing, or in some other position. A & G:CRPT 


Steering in Twos 


Age: Junior High Supplies: not any 
Players : unlimited ; twos ; infor- Activity (active) : walking 
mal Appeal: skill 


Place: gymnasium ; playground 


Partners are facing and place both hands on each other’s shoulders. At 
a signal one player walks forward and steers her partner backward. At 
a repetition of the signal, the players change directions and the one who 
walked backward becomes the “steerer.” The object of the stunt is for 
couples to move about without touching others. It is suggested that the 
activity with music could be used in teaching direction and timing in 
social dancing. A & G: CRPT 


Exchange 


FRANCE 


The scarcity of French games is probably due to the constant super- 
vision of French children. Even on the playground the French child does 
not seem to be given freedom. The ever-present usher or teacher is 
watching the child to report on all that he can hear and see. Both boys 
and girls are under strict watchfulness consequently children soon lose 
the simplicity of childhood and acquire a reserved manner. 
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HUNTING GAMES 
Blow the Horn 


Age: Junior High (boys) Supplies: not any 

Players: unlimited ; two-groups ; Activity (active) : hiding, run- 
informal ning, searching 

Place: wooded area Appeal: competition, problem 


solving, skill 

This is a very old boys’ game, originating in France in the days of deer 
hunting. 

Two players are chosen to be “deer,” and the others are “hunters” 
who are allowed four “hounds.” The “hunters” carry a horn and must 
go ina group. The “hounds” go in advance to scout the “deer.” A playing 
area is established within which the hunt must remain. The “deer” are 
allowed from three to ten minutes to elude the “hunters” before the 
“hounds” are sent out from the starting point. The “hunters” must blow 
the horn every half-minute. The “deer” cannot return to the starting 
point before an hour or less time, unless they are previously overtaken 
by the hunting party. The “deer” are not considered caught until the 
“hunters” overtake them. The “hounds” aid the “hunters” by giving 
signals when they discover the “deer.” 

The area over which the game is played should be neither too wooded 
nor too open to promote even play. Boy Scouts enjoy this game very 
much when camping. OWW: VOL. VI 


Exchange 
Age: Intermediate Supplies: large handkerchief, 
Players: unlimited; group-and- chairs 
one; circle Activity (moderate) : chasing, 
Place: gymnasium ; playground dodging, running 


Appeal : competition, problem 
solving, skill 

The players, numbered from one to the highest number playing, are 
seated in chairs in a circle around a center blindfolded player. The blind- 
folded player calls two numbers. The person whose numbers are called 
must exchange places while the blindfolded player tries to catch one or 
secure either of their chairs. The player caught must exchange places 
with the center player. No player may go outside the circle. B: GPHS 


My Lady’s Toilet 
(See England.) B:GPHS 


Dog Collar 


GERMANY 


The majority of the folk games of Germany are popular with our boys 
and girls today. The scarcity of traditional games is probably due to the 
influence of formal gymnastics which prevailed throughout the nation 
until recent governmental decrees changed the practice. 

Today the German children and youth are encouraged to participate 
in spontaneous forms of movement rather than in a system of formal 
exercises. It is not to be inferred, however, that the freedom in choice of 
activities will lead to the development of specific game patterns for like 
the youth of Italy and Russia, the German youth is dominated in play 
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‘by the ideals of the government. Even though little emphasis is placed 
upon form in exercise, endurance and quick motor reaction is stressed in 
all games and sports. All activities are stripped of their individualism 
and are made nationally popular. The goal of play in Germany is physical 
toughness and courage. Many of the so-called games and sports are 
simply drill in military tactics. The spirit of aggression is predominant 
in physical activities in Germany. Hitler Youth is encouraged to partici- 
pate in highly competitive sports against other nations. 


CONTEST 
Dog Collar 
Age: Junior High Supplies : loops of strong cloth 
Players : unlimited ; two-group ; Activity (active) : pulling 
line Appeal: competition, skill 


Place: gymnasium ; playground 


German backs are strengthened in this unique game. The players are 
in two lines facing each other. With a dividing line between the two 
sides, a loop of strong cloth or soft rope is placed back of the neck of each 
couple of opposing players. The contestants kneel and, at a signal, try 
to pull each other by the head across the dividing line. The team pulling 
the most opponents over the line within one minute wins. CPE. Vol. XI 


HUNTING GAMES 


Alpine Tag 
Age: Intermediate Supplies: playground ball 
Players: unlimited ; transition Activity (active): chasing, dodg- 
Place: gymnasium; playground ing, grasping, running 


Appeal: competition, dramatiza- 
tion, problem solving, repeti- 
tion, skill 


One player, chosen to be the “king,” carries an “Alpine stick” which 
may be a long paper wand or a stick. The other players are divided into 


four groups with a “goat” leader for each group. The players form a large 
hollow square with each “goat” at the head of his line. A large, soft ball, 
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the “yodel ball,” is placed in the center of the square, very near the 
Seine $ 

The game begins when the “king” taps three times with his “Alpine 
stick.” Then the four “goats” start leading their lines anywhere they 
want to go, but not too far from the “yodel ball.” The “king” remains 
still and keeps his eye on the ball. Suddenly a bugle call or other signal 
is given and the “goats” rush for the ball. The one to reach it first grabs it 
and runs. The “king,” the other three “goats,” and the line players, all 
yodeling and shouting, chase him. 

The “goat” with the ball may roll it to any player in his own line by 
hitting the ball with his hand, but never kicking it. If the chase lasts unu- 
sually long a signal to stop may be given and the player with the ball 
becomes “king,” the former “king” takes the player’s place in the line. 

All of the “goats” and their players try to keep the “king” from getting 
the ball. If the “king” does get the ball and immediately taps the player 
who last held the ball, with his stick, all of the players must return to their 
places in lines and start the game as before. If a player or “goat” gets the 
ball from the “king,” he becomes “king” and the former “king” is out of 
the game. 

In every case the new “king” chooses four new “goats” to lead the lines 
and the game continues as before. 

This game may be played by a large number of children. F & H: PRW 


Barley Break 


Age: Intermediate Supplies: not any 

Players: unlimited; two-group ; Activity (active) : chasing, dodg- 
informal ing, running, stamping 

Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


This lively game is centuries old and was played at harvest time around 
the stacks in the cornfields. 

A strip of ground is divided into three equal squares, each measuring 
from 10 to 5o feet, the size depending upon the number of players. The 
center square is called the “barley field” and is occupied by two “guards” 
who link arms and face in opposite directions. The other players are 
divided into two teams of “barley breakers” who also form in couples 
but face the “barley field.” The “barley breakers” enter singly or in 
couples with linked arms and tramp the barley, thus taunting the 
“guards” who try to catch them. Any “barley breaker” caught must stand 
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in the “barley field” until his partner is tagged; then the two become 
“guards,” and replace the former “guards.” Any individual “barley 
breakers” who have been caught return to their own field and the game 
goes on as before. The “guards” must remain within the field. CPE. Vol. 


XI; B:GPHS 
Baste the Bear 


(See Denmark.) CPE. Vol. XI; B:GPHS 


Crown the King 


Age: Intermediate Supplies: not any 

Players: unlimited; two-group- Activity (active) : bending, climb- 
and-one ; circle ing, grasping, reaching 

Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


One player is chosen to be “king” while the others are divided into 
two groups. One group guards the “king,” while the others, the “aggres- 
sors,” attempt to crown the “king.” The “guards” form a protective wall 
about the “king” by clasping each other around the waist and bending 
over. The aggressors take turns at trying to touch the “king” by wrig- 
gling over the backs of the “guards,” who do all they can to shake off their 
‘ opponent. If he touches the “king,” a point is scored by his side. If he 
falls off, he loses his right to try to crown the “king.” When all of the 
“aggressors” have had their turn, they change duties with the “guards” 
and the former “guards” take their turn at crowning the “king.” The 
side having the highest score wins. If the group is small, as each player 
succeeds in touching the “king,” he becomes the “king” and the former 
“king” becomes a guard. 

The game originated with German peasants who showed a definite dis- 
like for tyrannical kings. CPE. Vol. XI 


Going to Jerusalem 


Age: Intermediate Supplies: cane, chairs 
Players: unlimited ; transition Activity (moderate) : running, 
Place: gymnasium walking 


Appeal: dramatization, problem 
solving, skill 


This game was devised in Germany to meet the scarcity of partners for 
girls as a result of the great loss of lives in the Thirty Years’ War. It is 
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known to us also as “Musical Chairs.” In Germany it is called Mauer 
Blumchen or “Wall-Flower.” It is most enjoyable when played with 
musical accompaniment. 

Chairs are placed in a row in the center of the room so that alternate 
chairs face in opposite directions. The number of chairs should be one 
less than the number of players. One player is chosen to be the leader 
and stands to one side while the others are seated in the chairs. The 
leader, carrying a cane, starts the game by walking around the row of 
chairs as the music begins and chants, “I’m going to Jerusalem! Pm 
going to Jerusalem!” Suddenly he stops at the back of a chair and taps 
his cane on the floor. The player sitting in the chair must immediately 
rise and follow the leader. The leader continues to recruit the players for 
his trip to “Jerusalem” until all are following him in a single file. 

When the music stops, or upon some other signal, the players rush for 
chairs. The player without a chair is out of the game and takes with 
him one of the chairs. The game continues until there are only two 
players encircling one chair. The player who secures it wins. B:GPHS; 
CPE. Vol. XI 


PASTIME GAME 


German Egg Game (Easter Game) 


Age: Intermediate Supplies: colored eggs, cotton, 2 
Players: unlimited ; couple; in- baskets 
formal Activity (moderate) : running 
Place: gymnasium; playground ; Appeal: problem solving, skill 
schoolroom 


This game is most interesting when played by only two, letting the 
other children watch until their turn comes. Two baskets, some cotton or 
shavings, and several pretty colored eggs are needed. One basket is 
shallow and filled with the shavings. The other contains the eggs. One 
player is chosen to be the runner while the other tends the baskets. The 
runner rushes from a starting place and back; during that time the other 

_player tries to transfer the eggs from the egg-basket to the shallow one. 
The children then change places and play again. The score depends upon 
the number of eggs transferred. The eggs may be given to the player 
having the best record. OWW: Vol. VI 


Mount Ball 


CREECH 


In ancient days the young Greek boy often played “Blind-man’s 
Buff” and ‘Tug-of-War.” He also enjoyed a peculiar test of balance 
which consisted of jumping on an inflated skin made slippery with 
grease. Ball games were a favorite pastime with Greek children . 

As the Greek boy reached seven years of age his serious education 
began. The beginning consisted chiefly of classes in gymnastics and 
activities such as wrestling and running that would develop swiftness of 
foot and eye. Long and high jumps, with and without a run, and throwing 
quoits and spears at targets, were taught the young Greek. These accounts 
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of the physical training of the Greek boy point to the Greek idea that the 
development and discipline of the body should be the main purpose in 
life. 

The modern adaptations of early Greek games are very popular with 
our children today. The games “Duck on a Rock,” “Black and White,” 
and “Hand Tag” are games that have been derived from ancient play pat- 
terns of the early Greeks. 


ATHLETIC GAMES 


Ephebike and Epikoinos (Ancient) 


Age: Junior High Supplies: playground ball 

Players : unlimited ; two-group ; Activity (active) : catching, run- 
informal ning, throwing 

Place: gymnasium; playground Appeal: competition, problem 


solving, skill 


A line called the “Skyros” is drawn on the ground. Parallel to this line 
and equal distances from it, two base lines are drawn. The ball is placed 
in the center of the “Skyros.” The players are divided into two teams. 
Each team stands on a base line. At a given signal all players rush for- 
ward to seize the ball. The player who gets possession of the ball throws 
it toward the base line of the opposing team. Should the opponents inter- 
cept the ball, they immediately throw it toward their enemy’s base line. 
The object of the game is to get the opposing team to overstep the 
“Skyros” or the base lines, either by force or by cunning. 

The ancient Greeks used a ball made of bull’s bladder blown tight and 
covered with a thick layer of leather. W: PGON 


Epkedrisnos 
Age: Junior High Supplies: large handkerchief, 
Players: unlimited ; single group ; playground ball, large stones, 
informal small stones 
Place: playground Activity (moderate) : balance, 
throwing 


Appeal : competition, skill 


The “Dioros,” a large stone, is placed at a certain distance from the 
base line, The players stand on the line and try to hit the “Dioros” with 
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small stones. The player who first hits the stone mounts the back of a 
player who misses. The unsuccessful player is blindfolded and must 
carry his burden from the base line straight to the “Dioros.”” W:PGON 


Greek Ball Game 


Age: Intermediate Supplies : playground ball 

Players: unlimited; two-group ; Activity (active): catching, run- 
line ning, throwing 

Place: gymnasium ; playground Appeal : competition, skill 


This is a modern adaptation of Epkebike and Epikoinos. Two lines 
are drawn as base lines on which players stand in lines. The ball is placed 
in the center. At a signal the opposite end members of each team run to 
the ball. The first one to reach it tries to throw it over his opponents’ 
base line. If he succeeds, he scores one point for his team. The ball is kept 
in play until one side sends it over the base line of the other. The ball is 
then returned to the center. The players who have just run to the center 
go to the foot of the line, thus making two new runners. The game may 
be scored for a certain number of points, possible 15, or until every player 
has had his turn at center. A space of 60 feet for a class of 40 children 
would be necessary. H:CA 


Mount Ball (Ancient) 


Age: Junior High (boys) Supplies: basketball 

Players: unlimited ; two-group ; Activity (active) : balance, catch- 
circle ing, passing, throwing 

Place: playground Appeal : competition, skill 


The players are grouped in pairs, the two being about the same size. 
They form a double circle, and all face the center. The outside player of 
each couple mounts on the shoulders of the inside player who steadies his 
partner by taking his own arms back of the legs of the rider and clasping 
them in front of his own body. The mounted players throw a basketball 
to each other until one of them drops the ball. He then changes places 
with the player on whose shoulders he is riding. This game provides 
lively amusement but care should be taken to see that a boy does not 
support another who is much heavier than he. The team having the 
greatest number of mounted players after ten minutes of play wins the 


game. The game has come down to us from the old Olympic games. 
CPE. Vol. XI 
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Olympic (Ancient) 


Age: Intermediate Supplies : basketball 

Players: unlimited ; two-group ; Activity (active) : catching, pass- 
line ing, throwing 

Place: gymnasium ; playground Appeal: competition, skill 


This is another game that has come down to us from the ancient Greek 
Olympic Games. The players form two teams. Each team divides into 
two lines facing each other and tosses a basketball back and forth 
between the lines for a period of three minutes. If a player lets the ball 
touch the ground the opposing team scores five points and the offender 
drops out of the game. A game consists of 50 points. CPE. Vol. XI 


Surprise Ball 


Age: Intermediate Supplies : playground ball 

Players: unlimited ; transition ; Activity (active) : catching, dodg- 
informal ing, throwing 

Place: gymnasium; playground Appeal : competition, skill 


The players divide into two equal teams and stand facing each other 
on lines 30 to 40 feet apart. One side is given the ball. A player pretends 
to throw the ball to an opponent but throws it in the opposite direction 
and tries to hit another member of his opponents’ team. When a player 
is hit he is out. The teams alternate in turns of throwing the ball. The 
game continues until all of one team are out. Tex 


CONTEST 
Skaperda 
Age: Junior High Supplies : post, rope 
Players: 2; couple; informal Activity (active) : grasping, 
Place: playground pulling 


Appeal : competition, self-testing 


An eight foot post is placed substantially in the ground. A rope is 
passed through a hole near the top of the post. Each player seizes an 
end of the rope and tries to draw his opponent up the beam. The player 
who lifts his opponent wins. W: PGON 
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HUNTING GAMES 
Blind Man’s Buff 


Age: Primary Supplies: not any 
Players: unlimited; group-and- Activity (active) : dodging, guess- 
one; circle ing, reaching, running 
Place: gymnasium ; playground Appeal: problem solving, repeti- 
tion, skill 


The players encircle and run around a player whose eyes are closed 
and whose left hand is on his head. As the players tap the “It” lightly 
on the shoulder he tries to grasp someone with the right hand. If a player 
is caught he must permit the “It” to guess who he is. When a player is 
caught and recognized, he becomes “It” for the next game. H:CA 


Brazen Fly (Ancient) 


Age: Intermediate Supplies: large handkerchief 
Players: unlimited; group-and- Activity (active) clapping, dodg- 
one; circle ing, skipping 
‘Place: gymnasium; playground Appeal: problem solving, repeti- 
tion, skill 


One player is blindfolded and all other players form a ring around him. 
They skip around him until he claps his hand three times. Then they 
must stop so that he may point to one who in turn steps into the ring 
with the blindfolded player. Immediately the blindfolded player tries to 
catch him. If he catches him and can name him, the two exchange places; 
if not, the same person must continue to be blindfolded. The one called 
into the circle will naturally try to escape but must submit when caught. 
B:GPHs 

Another version of the game is that the blindfolded player chases the 
others and says, “I’m hunting a brazen fly.” Meanwhile the players 
strike at him with a leather strap and say, “You may hunt but you won’t 
catch.” H:LA 


Centipede 
Age: Intermediate Supplies: knotted handkerchief 
Players: 6 to 16; group-and-one ; Activity (moderate): chasing, 
circle dodging, guessing, running, 
Place: gymnasium ; playground striking 


Appeal: problem solving 
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All players sit in a circle with feet stretched out and mingled in a pile. 
A leader stands outside the circle and touches one foot or marks it with 
chalk. The leader calls someone to name the owner of the foot. When this 
player has named someone the owner stands. If the guess is wrong, the 
guesser is chased and whipped with a knotted handkerchief. If the guess 
is correct, the guesser sits at one side from the circle and chooses the 
next one to be the “It.” The one who was the “It” takes a place in the 
circle. 

Another version of the game is that if the guess is right, the player 
(guesser) takes the leader’s place and the leader joins the circle. 
B:GPHS; CPE; Vol. XI 


Chili Chelone 


Age: Primary Supplies: not any 

Players: unlimited ; group-and- Activity (active): chasing, dodg- 
one; circle i ing, running 

Place: gymnasium; playground Appeal: dramatization, skill 


This game was a favorite with young Greek girls. One girl called the 
“tortoise” sits in the center of a ring formed by the others. The circle 
players run around her and inquire, “Tor-tortoise what art thou doing 
there in the middle?” “Spinning wool, the thread of Milesian wolf,” she 
replies. “And how,” they ask, “was the son engaged when he perished?” 
“He sprang from his white horse into the sea.” The “tortoise” then 
springs up and tries to tag one of the questioners. H:LA 


Chytrinda 
Age: Intermediate (boys) Supplies: box or pot 
Players: unlimited; group-and- Activity (active) : dodging, reach- 
one: circle ing, running, striking 
Place: gymnasium ; playground Appeal: dramatization, repeti- 
tion, skill 


One player is chosen to be the chytrinda or “pot,” and sits in the 
center of the ring formed by the other players. The circle players run 
around and close to the “pot,” plucking, pinching, or striking him as 
they go. The “pot” tries to tag them. If he succeeds, the one caught 
becomes the “pot” and must sit in the center. This game was popular with 


Greek boys. 
A variation of this game requires the one in the center to move about 
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with a “pot” on his head. He holds the “pot” with both hands. The circle 
players cry out, “Who has the pot?” The one with the pot replies, “I, 
Midas,” and tries all the while to reach some one with his foot. The first 


one caught carries the “pot” next. H:LA 


Defending the Pass (Ancient) 


Age: Junior High Supplies: not any 
Players: unlimited ; two-group- Activity (active): chasing, dodg- 
and-two; line ing, lifting, pulling, pushing, 
Place: gymnasium; playground ; running 
schoolroom Appeal: competition, skill 


This game is played in various ways in different countries. One arrange- 
ment is to divide the players into two lines facing each other a few feet 
apart to form a “pass.” Two players are chosen to be “invaders” and one 
approaches from each end of the lines and tries to pass between the lines 
to the opposite end. The line players try to stop the “invaders” and drag 
one of them to their goal. If a player gets through the “pass,” he is passed 
in state the length of the lines on the hands of the players. If a player 
fails to get through the pass he must help the winner in alighting after the 
ride down the line. 

Another version of the game to be used in the classroom is to seat the 
players in two rows. One player is chosen to be the “It,” and is told to 
answer in three words any questions the seated players ask him. If the 
answer is fitting, he is given a ride down the line. 

This game originated from the “famous defense of Thermopylae 
which the 300 Spartan soldiers made against the Persians.” 

It is said that the old military practice of “running the gauntlet” 
comes from the defense of the pass of Thermopylae. CPE. Vol. XI, p. 250 


Duck on a Rock (Modern) 


Age: Intermediate Supplies: bean bags or stones 
Players: unlimited ; group-and- Activity (moderate) : chasing, 

one; informal dodging, running, throwing 
Place: playground Appeal: competition, problem 


solving, skill 


A number of players, each having a “duck” (a stone or bean bag) 
stand on a throwing line; 25 feet away is “duck rock” or post on which 
a player called the guard places his duck and stands to either side of the 
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“duck rock.” The object of the one who throws is to knock the guard’s 
“duck” off of the “rock” if possible and to recover his own “duck” and 
get to the throwing line before being tagged by the guard. If the guard’s 
“duck” is knocked off he cannot tag another player until first he has 
replaced his own “duck.” If a player goes to secure his “duck” and places 
one foot on his “duck” he cannot be tagged. But once he picks up his 
“duck” he cannot put it down again. A player may stand on his “duck” 
as long as necessary. Several players may be within the throwing line at 
the same time. If a player is tagged he becomes the guard. If a stone 
falls within a hand span of the “duck rock” without knocking the “duck” 
off, the thrower becomes a guard and the guard goes to the throwing line. 
If a guard tags a player, he must run so that the tagged player cannot tag 
him in return. 

The guard may be determined by having the boys throw their “ducks” 
at the rock. The boy whose “duck” falls nearest the “rock” is the guard. 
The modern Greeks play the game by placing the guard’s “duck” on a 
pile of stones instead of on the one “rock” or stake. As the players throw 
and hit the “duck,” the entire pile is often knocked over and the guard 
must rebuild them before he can chase the players. 

A popular form of the game with American boys is “Stake Guard.” 
The chief difference lies in the fact that the guard is confined to a limited 
territory in “Stake Guard.” 

The game is often called “Duck Stone,” “Ducks and Drakes,” or 
“Duck on Davy.” H:CA; B:GPHS 


Hunt the Slipper (Ancient) 


Age: Intermediate Supplies: slipper 

Players: unlimited; group-and- Activity (moderate) : passing, 
one; circle running 

Place: gymnasium; playground Appeal: problem solving, skill 


The players form a circle and sit on the floor with the feet drawn up 
so that a slipper may be passed from one player to another under the 
lifted knees. One player is sent away from the circle for a few seconds 
and then returns to try to find the slipper. 

Other versions of the game call for the odd player to run around on the 
outside of the circle and to try to tag the player who has the slipper. The 
odd player may stand in the center and guess who has the slipper. If he is 
successful, using any of the three methods, he then changes places with 
the circle players. H:LA 
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Oyster Shell (Modern) 


Age: Intermediate Supplies: oyster shell or card- 
Players: unlimited; two-group ; board 
line Activity (active): chasing dodg- 
Place: gymnasium ; playground ing, running x. 
Appeal: competition, repetition, 
skill 


The description below is a modern version of an old Greek game. It is 
said to have originated from the practice of exiling wrangling politicians. 
The names of the opponents were written on an oyster shell; the shell was 
tossed into the air and the man whose name fell uppermost was sent from 
the city. 

The popular games “Day or Night,” “Black and White,” “North or 
South” are supposed to have arisen from the above custom. 

Two parallel lines are drawn ro feet apart and are known as the start- 
ing lines. The territory between the lines is the neutral area. At a greater 
distance beyond each starting line a goal line is drawn for each side. The 
players divide into two teams. One team is the “light” and the other the 
“dark” as decided. A leader of alternate turns of captains toss an oyster 
shell in front of both teams as they stand on the starting lines. If the 
oyster shell falls dark side up then the “light” team runs for its goal as 
the “dark” team chases them. If a player is caught he must bring his 
captor home on his back. A team scores one point for each prisoner. The 
game may be scored 50, 100, or any number of points. It is advisable to 
adopt some means for opponents to be of equal size. The game continues 
with the fate of the oyster shell, whether it falls dark or light the majority 
of times. B:GPHS 


Pebble Chase 


Age: Intermediate Supplies : pebble 

Players: unlimited; group-and- Activity (moderate) : chasing, 
one; line dodging, running 

Place: gymnasium; playground Appeal: competition, skill 


The children are in line formation and all hold out their hands with 
palms together. The leader has a pebble in his hand. As he walks down 
in front of the line, he pretends to drop the pebble into the hands of each 
player. When he does drop it, the child who has it must run toa designated 
place (40 to 60 feet away) and back and give the pebble to the leader. 
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All the others chase and try to catch the runner. The player who catches 
him will be the next leader. If the runner is not caught he will again be 
the leader. 

Another version of the game is that the boy receiving the pebble must 
let his identity be known by the time the leader reaches the last hand. 
The one having the pebble may even slip away and get a start before 
he is suspected by anyone. He may run wherever he sees fit. P: CLOL; 
B:GPHS l 


Schoenophilinda 
Age: Intermediate Supplies : rope 
Players: unlimited; group-and- Activity (moderate) : chasing, 
one; circle dodging, running, striking 
Place: gymnasium ; playground Appeal: problem solving, skill 


The players sit in a circle. One player, on the outside of the circle, has 
a rope which he tries to drop secretly beside one of the players. If he 
succeeds, he quickly picks up the rope and chases the circle player 
around the ring, flogging him as he goes. If he, against whom the plot was 
laid, detects it, he gains possession of the rope and flogs the first player 
around the circle. W: PGON 


Tree Toad 
Age: Intermediate Supplies : not any 
Players: unlimited; group-and- Activity (active): chasing, dodg- 
one; informal ing, grasping, running 
Place: playground Appeal: skill 


This game is a form of “Hand Tag.” The players escape the “It” by 
jumping to clasp a tree trunk as a means of getting their feet off the 
ground. If the branches are low enough to reach the players may grasp 
them and lift their feet. The “It” may not remain near any player long 
enough to tire him out. Any player tagged while his feet are on the 
ground becomes the “It.” B; GPHS; CPE. Vol. XI 
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PASTIME GAMES 


Pebble Game 


Age: Intermediate Supplies: pebbles 
Players: 2-6; single group; in- Activity (quiet): catching 
formal Appeal: skill 


Place: schoolroom 


Two to six pebbles are placed on the back of the hand. The hand is 
turned over quickly and the object of the player is to catch the pebbles in 
the palm. This game is similar to our “Jack Stones.” H:CA 


Triangle Ball 


Age: Intermediate Supplies: small stones 
Players: 2 to 6; single group; Activity (moderate) : pitching 
informal Appeal: competition, skill 


Place: gymnasium, playground 


A triangle with a two-foot base is drawn on the ground. The distance 
from base to apex is three feet. The players stand 15 to 20 feet away. The 
triangle is divided into three parts with parallel lines equal distance apart 
and numbered from top to base—3, 2, 1. If a player pitches a stone in 
division 3 he scores 3; in 2, he scores 2; in 1, he scores 1. A stone that 
rolls outside does not count. Each player pitches three stones at a round. 
The first player scoring 50 points wins the game. H:CA 


Bowling the Maika Stone 


HAWAII 


The children of Hawaii have learned and adopted many games of the 
American school child. Baseball particularly is played with enthusiasm. 
The boys enjoy playing football whereas the girls are enthusiastic about 
soccer. The boys and girls prefer to play these games barefoot. Swimming 
and surf-riding, however, come above all others in the sports enjoyed by 
the Hawaiians. 

It was an ancient custom among the Hawaiians to honor the god Lono 
by declaring a four month vacation. During that time work was suspended 


and anyone caught in a task of actual labor was punished. One out- 
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standing celebration enjoyed during this time was the Makahiki, a 
festival of games. Boxing, foot racing, holva sledding, surf-riding, and 
canoe racing were some of the principal sports of the festival. The mem- 
bers of the king’s court engaged in wrestling, spear throwing, and sham 
battles. It is interesting to find that no reward was given the winner 
of the competitive activities despite the fact that the contestants often 
spent several days and sometimes weeks training and conditioning for the 
events. It is recorded that some of the contests and games were staged 
without an audience. And that is quite unusual in view of the development 
of “‘Spectatoritis” in modern America. 


PASTIME GAME 


Bowling the Maika Stone 


Age: Junior High Supplies: flat, round stones ; 
Players: 2-6; single group; 2 sticks 

informal Activity (moderate) : bowling 
Place: playground Appeal: competition, skill 


The game is something like our “Bowling.” Two sticks are driven in 
the ground a few inches apart. Heavy, flat, round, stones, like big, thick 
mud cakes are bowled from a distance so they will roll between the two 
. Sticks. 

During the Makahiki, a festival of games, bowling the Maika stone 
was a popular professional sport. A skilled player often rolled the stones 
30 or 40 yards, however players have been known to roll them 100 yards 
with accuracy. Some of the stones or discs were made of compact lava 
and these were highly prized by the players. The owners of the stones 
usually oiled them and wrapped them in cloth after using them. B: JHPE 


Bag Race 


HOLLAND 


Since Holland is a country whose chief industries depend primarily 
upon the sea, one would logically conclude that many of her children’s 
games are relative to the sea. And so they are. Ice-skating is enjoyed to 
a great extent, with some of the skaters holding little sails which carry 
them, with the aid of the wind, over the ice very rapidly. Along with skat- 
ing goes sleigh-riding, which many of the people enjoy. Coasting sleds 
which are low in front and guided by a stick and a rope are often used. 
Three popular games are “bowling on the grass,” “tick-tack,” and “tock.” 
“Tick-tack” is a complicated game very similar to our game of backgam- 
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mon. “Tock” is played with an ivory ball which is knocked under wire 
wickets with a cue. 

More juvenile games such as marbles, hoops, tops, balls, prisoner’s 
base, hop-scotch, tag, leap-frog, kite flying, egg rolling (on Easter), and 
rope jumping are played enthusiastically by the younger children. 


CONTEST 
Bag Race 
Age: Intermediate Supplies : potato bags 
Players: unlimited ; single group ; Activity (active) : jumping 
line í Appeal: competition, skill 


Place: gymnasium ; playground 


The players stand in potato bags or some other sack of cloth or paper 
and jump forward to a goal. The activity may be used in relay formation. 
BCA 


HUNTING GAMES 


Windmill 
Age: Intermediate Supplies : not any 
Players: unlimited; transition ; Activity (moderate): balance, 
line chasing, dodging, running 
Place: gymnasium; playground Appeal: dramatization, problem 


solving, skill 


Two parallel lines are drawn 15 or more feet apart. The space between 
the lines is the neutral ground. At one end of the neutral space a square 
is drawn to represent a “canal.” 

One player is chosen to be the “berger.” The others are divided into 
two sides and stand on the lines, facing the neutral ground. A leader 
called a “stork” is chosen for each line and he stands slightly in front of 
his line in the neutral ground. The “storks” start the game by imitating 
the movements of a windmill or a stork. The players in each line do 
exactly what their “stork” leader does. The “berger” walks up anywhere 
between the lines and watches closely to see if each player is following his 
leader. As soon as he sees a player who is not following his “stork” leader 
he runs and tags the player, and calls, “windmill.” 
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The player runs immediately for the “canal.” The “berger” and the 
children all chase him. If the runner reaches the “canal” before he is 
caught he is safe and returns to his place in line. If the “berger” tags the 
runner, the runner must go and stay in the “canal.” If one of the line 
players tag him, the runner must join the line that tagged him. 

The game continues with the children in the lines trying to catch the 
runner before he is tagged by the “berger.” A player in the lines may 
rescue a prisoner from the “canal” whenever he can slip past the “berger” 
and tag the prisoner. 

When all the players have been taken into one line or into the “canal,” 
the “berger” calls, “windmill!” Then every player chases the “berger.” 
The player who catches him is the “berger” for the next game and may 
select the “stork” leaders for the two lines. 

This game is based on an old tale of early Dutch days. F & H: 
PRW 


Verlos (Pronounced Ferlos) 


Age: Intermediate Supplies: not any 

Players: unlimited; group-and- Activity (moderate) : chasing, 
one; circle - running 

Place: gymnasium ; playground Appeal: competition, skill 


A goal is established several feet away from the players who are ina 
circle. The “It” runs around the circle and tags a player on the shoulder. 
Two then run for the goal. The player who reaches the goal first is the 
“Tt” for the next time, and the other player must remain at the goal. H: 
CA 

The Belgian game, “Tap-the-Line,” is similar to the Dutch game of 
“Verlos.” The origin of “Tap-the-Line” is said to be from the old Flemish 
game of “Verlos.” F & H:PRW 


Khokad 


INDIA 


In ancient India the chief forms of sports among the men were archery, 
boxing, wrestling, bull-fighting, cock fighting, discus throwing, elephant- 
racing, fencing, hunting, and riding. While Hindu women did not partici- 
pate in strenuous sports, they felt it their sacred duty to walk around the 
sacred Tulasi plant as mild form of exercise. 

Today the games enjoyed by the children of this country are still rich 
in opportunity for the development of skill in chasing, running, dodging, 


catching, striking, and throwing. An outstanding characteristic of the 
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games is that they call for scarcely any equipment and supplies and at 
the same time provide for large group participation. 

The children of India decide who will start a game or be the Tp” by 
reciting a rhyme something like our “Eeny, meeny, miny, mo.” Their 
words, when translated into English, read thus: “One, two, three and a 
half, what do I care for horses’ eggs?” 


ATHLETIC GAMES 


Gend Ko Nukka Marna (Fist Ball) 


Age: Junior High (boys) Supplies: football 

‘Players: unlimited; group-and- Activity (moderate): catching, 
one; informal striking, throwing 

Place: playground Appeal: competition, skill 


The playing field is a rectangle 20 by 30 yards. In the center of one of 
the twenty-yard lines a base two yards square is marked. One player is 
appointed to serve as batter. He stands on the base and holds a ball (usu- 
ally a football). The other players are fielders and scatter over the entire 
field. 

The game starts when the batter throws the ball to some part of the 
field, trying to place it so that it will hit the ground before it is caught by 
a fielder. When a fielder gains possession of the ball after it has touched 
the ground, he throws the ball, from where he stands, across the base 
so that it clears the ground and yet is not higher than the reach of the 
batter. The batter hits at the ball as it passes over the base, trying to 
knock it back into the field. If he is successful he remains on base until he 
strikes out. 

The batter is out (1) if he strikes at the ball and misses it; (2) if he 
strikes the ball more than once; (3) if he bats a fly ball that is caught by 
a fielder; (4) if he bats the ball within the base or without the field; 
(5) if the ball falls outside the field on his first throw. In the case of (3) 
and (5) the fielder who secures the ball becomes the batter; at all other 
times the fielders follow a definite order of batting agreed upon before the 
beginning of the game. When put out the batter takes a place in the field 
and the game begins anew. 

If a ball thrown by a fielder does not pass over the base properly, any 
player who secures the ball may throw it from the same place a second 
time. W: PGON 


132 Games the World Around 


Gul Tara or Duda Tara 
(Throwing to the Stars) 


Age: Junior High (boys) Supplies: tennis ball 

Players: unlimited; transition ; Activity (active) : balance, catch- 
informal ing, running, throwing 

Place: gymnasium; playground Appeal: competition, skill 


The ball is thrown high into the air by one player. He and all other 
players immediately rush to catch the ball on the fly. Should a player 
catch the ball before it touches the ground, he throws it up again. Play 
continues in this manner until the ball is missed, whereupon all players 
scatter with the exception of the one who last threw the ball. He then 
picks up the ball and throws it at the other players. If no one is hit the 
player must throw again. Should he hit a player he then becomes a 
“rider” and mounts the “horse” or the player whom he hit. If in trying 
to catch the ball a player misses it but is touched by the ball, he becomes 
a “horse” for the player who threw the ball. The “horse” places his 
hands on his knees and allows the “rider” to mount. The “rider” then 
throws the ball and he along with the other players attempts to catch it. 
The player who succeeds in catching the ball changes places with the 
“rider.” The “horse” may try to catch the ball. If he succeeds he changes 
places with his “rider.” If a “rider” touches the ball but fails to catch it, 
he and his “horse” change places. Should the ball be missed altogether, 
the “horse” gets the ball and throws it at the other players who have scat- 
tered over the field. The player hit by the ball starts the game anew by 
throwing the ball in the air. W: PGON 


Guli Danda or Witti Danda 
(Ball and Bat Game) 


Age: Intermediate Supplies: one stick a yard long; 
Players: 6 to 12; transition one ten-inch stick 
Place: playground Activity (moderate) : catching, 


running, striking 
Appeal: competition, skill 
A stick about a yard long is called the “danda” and serves as a bat. 
A shorter stick, about six inches long, serves as a ball and is called ‘cali 
A base is established from which the players take turns in batting a ball. 
The score is determined by the number of inches the ball falls from the 
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base, the distance being measured by the length of the bat. The score 
may be 50 to 100 as agreed upon by the players. The player scoring the 
smallest number of points is the loser and becomes the “slave” of the 
victor. The lower score is subtracted from the higher and the “slave” has 
to serve his victor the same number of points by which he has been 
defeated. To do this he must recover the ball every time it is batted by 
the victor and return it to the base. Many victors do not enact the penalty 
of “slaving” upon the defeated player because they find it more pleasure 
to begin and play a new game. R: BI 


Kittuppullu (Ancient game of South India) 


Age: Intermediate Supplies: bat, small stick 

Players: 4-12; group-and-one; Activity (moderate) : catching, 
informal running, striking 

Place: playground Appeal: skill 


This game is a type of cricket that comes from early times. One player 
is chosen to be the striker. He holds the bat and the “pullu” which is a 
stick about two inches long. He strikes the “pullu” to make it go high 
in the air and the others try to catch it as it falls to the ground. The one 
who catches the “pullu” is the next striker. B: MB 


HUNTING GAMES 


Ankh Michauli or Daya Aur Bachcha 
(Eyes Held or Nurse and Child) 


Age: Primary Supplies: not any 

Players: unlimited; group-and- Activity (quiet) : guessing, walk- 
two; informal ing 

Place: schoolroom Appeal : problem solving 


One player, chosen to be the “nurse,” sits on the ground. A second 
player, the “child,” sits on the “nurse’s” lap and spreads her legs apart. 
Her eyes are blindfolded by the “nurse’s” hands. One by one the other 
players step over the extended legs of the “child.” The object of the game 
is for the “child” to guess the name of a player as she crosses over her 
legs. If the “child” succeeds in guessing correctly, she becomes the 
“nurse,” the player becomes the “child,” and the “nurse” joins the group. 
The “child” does not become the “nurse” until she guesses correctly. 


W:PGON 
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Atya Patya 
Age: Intermediate Supplies : not any l 
Players: 10; two-group; line Activity (active) : chasing, dodg- 
Place: gymnasium ; playground ing, running 


Appeal: competition, skill 


The court is the size of a tennis court and is divided into four sections 
with boundary lines clearly defined. A good number for this game is 10 
players; five on a side. One side is the aggressive side during the first 
round. The captain of this team stands on the middle line of the court 
and may go on the boundary lines on either side of him; the other players 
of this team may take each of the other four lines in their half of the 
territory. The opposing team lines up in this way also. The players, with 
the exception of the captains, must keep strictly to their places. The two 
captains shake hands as a signal to begin. The object of the aggressive 
players is 'to run to the far boundary line and back without being caught 
by the defensive team. A score of one is made for each player making the 
round. The sides change if a player is caught or goes out of boundary. 
The game usually consists of five innings. H:CPML 


Blind Man-bee 


Age: Primary Supplies: large handkerchief 

Players: unlimited; group-and- Activity (moderate) : chasing, 
one; informal dodging, running 

Place: gymnasium; playground Appeal: dramatization, skill 


This is a form of blind man’s buff in which the players taunt the blind- 
folded one by crying, “Touch, touch me quick, blind man-bee. Touch me 
quick.” 


Goodoo-Goodoo 


Age: Intermediate Supplies: not any 

Players: unlimited; two-group; Activity (moderate) : holding the 
line breath 

Place: gymnasium ; playground Appeal: competition, rhythm 


This game is very much like “Kabaddi.” The players are in two 
groups and are separated by a line drawn on the ground. One player 
from each side acts as leader. The leader of one side sends one of his 
men to cross the line and touch an opponent. As the player advances, he 
must repeat, without taking breath, the words, “Goodoo- -goodoo.” If he 
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succeeds in returning to his place, without drawing breath, he is safe and 
the other side sends a player across the line. If he fails, he is a “dead 
man,” and is out of the game. B: MB 


Ha-do-do or Kapati 


Age: Junior High Supplies: not any 
Players: 6-12; two-group; in- Activity (moderate): chasing, 
formal dodging, running, holding 
Place: gymnasium; playground breath 
Appeal: competition, rhythm, 
skill 


This game is one of the most popular in India, and is played not only 
by boys and girls but also by grown-up men. The playing area is a large 
rectangular court with a dividing line in the middle which serves as the 
base. The players are divided into two sides consisting of three or more 
players in each group. One group chooses a player to make an attack on 
the opponents. The attacker goes to the base line, inhales deeply and 
enters the territory of the opposing side. He must make a sound like “‘kit- 
kit,” “choo,” “ha-do-do” or “childigle” to signify that he is holding his 
breath. He tries to tag the members of the opposing side. When he tags a 
player that player is considered “dead” for the rest of the game. At the 
same time the members of the opposing side try to catch the attacking 
player securely before he has a chance to escape by touching the base 
with any part of his body. If he is caught, he is “dead” and must retire. 
If he should lose his breath while in the enemy’s territory, he is consid- 
ered “dead.” The sides take turns in sending players to the opposite court. 
The side having the greatest number of players at the close of the game 
wins. The height of excitement is when a player falls prone and tries to 
touch the base with extended hands or feet. R: BI 


Kabaddi 
Age: Intermediate Supplies: not any 
Players: unlimited; two-group; Activity (moderate): chasing, 
lines dodging, holding breath, 
Place: gymnasium ; playground running 
Appeal: competition, rhythm, 


skill 


The players stand in two lines, facing each other, and several feet 
apart. A player from one side advances toward his opponent on the oppo- 
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site side, saying “kabaddi.” As long as he can repeat the word without 
drawing breath, his opponent may tag him. If he has to draw breath, 
his opponent chases him, but he in turn must say “kabaddi” without 
drawing breath. The first player tries to return to his place in line with- 
out being caught. If he fails, he must repeat his first procedure. H: CPML 


Kauri Karel Wail 


Age: Junior High Supplies: not any 
Players: unlimited; two-group- Activity (moderate): mounting, 
circle running 
Place: gymnasium; playground Appeal: competition, rhythm, 
skill 


The players form a double circle with partners facing the center. The 
outer circle players are “riders” who mount the backs of the inner circle 
players or “horses.” One “rider” is chosen to dismount and run around 
the circle. As he runs he must utter a continuous sound, as “Kauri Karel 
Wail, Bennum Gitta Laon Tail,” to indicate that he is holding his breath. 
The object of the game is for the “rider” to encircle the ring and return 
to his mount before he renews his breath. If he is successful the next 
“rider” repeats the procedure. The play continues in this manner until 
a “rider” fails. Then the “horses” and “riders” change places. If all 
“riders” succeed, they are given a ride to a designated goal. W: PGON 


Khokad 
Age: Intermediate Supplies: not any 
Players: 12 to 16; two-group; Activity (moderate): chasing, 
line dodging, running, stooping 
Place: gymnasium ; playground Appeal: competition, skill 


The players are divided into two groups with a captain for each group. 
Six to eight in a group is a good number. The captain of Group I stands 
at the end of the line of players who are about three feet apart. Beginning 
with the first player, every other player faces at right angles to the cap- 
tain and all players squat on the ground. The members of Group II take 
their places midway between the squatting players. The captain of 
Group I encircles his line three times, cries, “Ready?,” and then quickly 
runs down the line, with outstretched arm, trying to tag the players of 
Group II. The players may dodge out of line, but must get back in place 
immediately. The captain may mislead the players by running around 
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the line without trying to tag a standing player. As he passes the end 
players, he must touch them on the head. He is not allowed to intersect 
the line, nor can he start down the line and then reverse his direction. 
He must go the length of the line and touch the end player before retrac- 
ing his steps. 

When a standing player is tagged he drops out of the game. The players 
change places when all standing players are caught. The captain of the 
squatting players has the privilege of calling on one of his men to take 
his place, saying, “Khok” and the player’s name. The captain can use 
this privilege only after one player has been caught and he must be at the 
end of the line before he calls his team-mate’s name. When he takes the 
place of the squatting player, he must go down the line and to the back of 
the player whom he has called. As soon as a player is called, he may rise 
and catch any standing player who is near. If the seated side makes an 
error during play, one who has been tagged may return to his stand. 
H:CPML 


PASTIME GAMES 


Archery 
Age: Junior High Supplies: arrows, bows 
Players: 4-6; individual ; in- Activity (active): shooting 
formal Appeal : skill 


Place: playground 


Archery was a favorite pastime among young Hindu boys and men. 
Those who developed skill in the sport often shot from horseback. The 
arrows were known as Indian boomerangs and of course would return 
to the archer. It was a custom to shoot as many as nine arrows at a time. 


B:MB 
Galakdham (Journey to Heaven) 


Age: Intermediate Supplies: dice or shells, printed 
Players: 2 to 6; single group; chart 

informal Activity (quiet): casting dice 
Place: schoolroom Appeal : chance 


This game is played on a printed chart with squares picturing man’s 
life on earth, beginning with home, school, workshop, farm, saloon, 
prison, and temple. Small dice in the shape of shells are cast upon the 
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chart. If the dice cast the player to an undesirable place, he has to begin 
anew. For example, if he is cast in a prison or saloon, he must go back and 
start life again. There seems to be the moral in this game that one cannot 
expect to go a continuous journey toward heaven and in order to get there 
he must overcome many obstacles. R: BI 


STUNT 


Phugadi 
Age: Primary Supplies: not any 
Players: unlimited ; couple; in- Activity (active) : grasping, 
formal whirling 
Place: gymnasium, playground Appeal: rhythm 


Two players stand facing each other with their toes touching and 
their hands clasped and crossed at the wrists. They lean back stiffly and 
start turning as fast as they can, continuing to do so as long as possible. 
H:CPML 
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Egg Game 


IRELAND 


The legend of old Blarney Castle has not only provided us with an 
attractive game, but it has also proved to be of material interest to its 
owner, Sir George Colthrust. Neal O'Hara, in his daily column, “Pull up 
a Chair,” in The Commercial Appeal, August, 1939, tells us that Sir 
George’s annual income of more than $100,000 is from folk who pay a 
shilling each to kiss the famed Blarney Stone. 
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HUNTING GAME 


Blarney Stone 


Age: Intermediate Supplies : large stone 
Players: unlimited ; transition Activity (active) : chasing, dodg- 
Place: gymnasium; playground ing, running 


Appeal: dramatization, skill: 


In the wall of the famous old Blarney castle there is set a great, rugged 
stone known as the Blarney stone. Each year thousands of tourists visit 
the castle and the story follows that if anyone kisses the stone, he will be 
blessed with a most polite and pleasing manner. Since the stone rests high 
in the wall, whoever kisses it must be held out to reach it and must almost 
stand on his head to touch the rock. 

The game described below is adapted from the legend concerning the 
Blarney stone. 

The children stand facing each other in two lines about 15 or 20 feet 
apart. A stone is placed in the center of the space between the lines. Each 
child shuts his eyes tightly and clasps his hands behind his back. 

A leader gives a signal for the game to begin whereupon the players 
walk forward slowly until the signal “Stop!” is given. They stop quickly, 
open their eyes and run as fast as they can for the “Blarney stone.” The 
first child to touch the “stone” stands still and holds one hand on it. Now 
that he has touched the “stone,” he can speak. The other players go 
back to their places in the lines, at the same time watching the child at 
the stone. Suddenly he cries: 

“Blarney—bum! ! 

Run—run—run! !” 

The players immediately start to run up and down past the child at 
the “stone,” going as close as they dare. The child tries to tag one of 
them, though he must keep one hand on the “stone.” If he touches a 
player, that player must stand at the “stone” and take hold of the free 
hand of the first one. The above procedure is repeated until all the 
players except one are a member of the chain at the center. When only 
one player is free to race past the “stone,” the child with his hand on the 
“stone” who first called ““Blarney—bum! !” suddenly calls again: 

“Blarney—bum! ! 

Run—run—run! !” 
Then every player in the chain at the center drops hands and all chase 
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the one player who is free. When he is tagged, he becomes the new 
“Blarney stone” keeper and the game is started again. F & H: PRW 


PASTIME GAME 


Egg Game 
Age: Intermediate Supplies : cane, colored eggs, large 
Players: 4 to 10; single group; handkerchief 
informal Activity (quiet) : guessing 
Place: gymnasium; schoolroom Appeal: competition, problem 
solving 


Six eggs are needed, one of each of the following colors: blue, black, 
red, green, white, and gold. When played outdoors, the eggs may be set 
up in sand; indoors, they may be propped up in cotton. The players take 
turns being blindfolded and trying to touch the different eggs with a rod 
or cane. The score of each player is based upon his accuracy in executing 
the action suggested in the rhyme which follows: 


“Mike and Meg, Pat and Peg, 
Watch me tap this Easter egg; 
Blue and black, green, red and white 
Value at two, four, six, five, and one. 
Should I tap the egg of gold, 
That shall be mine to hold.” 


The player who scores 20 first wins the game. OWW: Vol. VI 
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Hand Tag 


TRARY 


In Italy many of the children’s games are quite similar in character, if 
not in name, to those of the American children. Marbles, kite-flying, and 
ball-playing come in for the greater part of the children’s play. They have 
a game similar to our “Duck on the Rock.” 

Like Germany and Russia, the present play and recreation program of 
Italy places its emphasis upon nationalism. Mass participation in games 
and sports is used as a means of military preparation and spiritual 
development. 

Mussolini’s view of sports is that of a nationalized industry. The value 
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of the industry is the part it plays in creating good will toward the govern- 
ment and in building strong bodies for use as future soldiers. In keeping 
with Fascist aggressiveness, the youth of Italy has been encouraged to 
compete in sports events with other countries. Games and sports are 
being popularized not for the pleasure and individual development of 
each boy and girl but for the purpose of accomplishing the dreams of 
Fascism. Nevertheless, in Italy there is more enthusiasm among the 
youth for sports and athletic activities than in Russia. This is probably 
due to the fact that they have played longer. 


HUNTING GAMES 


Bimbo or Lucky Leaf 


Age: Intermediate Supplies: leaf 

Players: unlimited; two-group- Activity (moderate) : chasing, 
and-one; line dodging, passing, running 

Place: gymnasium; playground Appeal: competition, dramatiza- 


tion, skill 


One player is chosen to be the “bimbo” or captain and is given two 
small green leaves. The others stand in two lines facing each other about 
15 feet apart. Each child holds his hand behind him, palms open. The 
“bimbo” walks slowly up and down behind the lines and quietly drops a 
leaf into one player’s hands, then walks on. The player holds the leaf 
without indicating that he has it. The “bimbo” crosses to the other side, 
walks on and then suddenly drops the other leaf into the hands of a 
player in that line. The “bimbo” walks on and then suddenly calls, “Stop! 
Thief! Lucky Leaf!” Then the two players who hold the leaves run as 
fast as possible across to the opposite side. Each of the two players tries 
to drop his leaf into the hands of some other player before the “bimbo” 
tags him. As the leaf goes to each player he passes it on to the next in line, 
for no player wants the “bimbo” to catch him holding a leaf. When a 
player is caught with a leaf in his hands, he becomes the new “bimbo” 
and the game is started again. 

This game is very popular in Italy with both children and young people 
who play it during their outdoor festivals. F & H: PRW 
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Chicken Market 


Age: Primary Supplies: not any i 

Players: unlimited; group-and- Activity (moderate) : grasping, 
two; line not smiling, swinging | 

Place: gymnasium ; playground Appeal: competition, skill 


One child is the “market keeper,” another is the “buyer.” The other 
children are “chickens” and are arranged in a row. They stoop and clasp 
their hands under their knees. The “buyer” asks the “market keeper” if 
he has “chickens” to sell. “Yes, I have fine ‘chickens.’ Would you like to 
see them?” says the “market keeper.” The “buyer” goes behind the row 
of “chickens,” places her hand upon the first “chicken’s” head. “This 
one is too skinny,” she says. She tries the second. “This one is too tough.” 
She tries the third. “This chicken is too old.” At last she says, “This one 
is exactly what I want.” Then the “market keeper” and the “buyer” 
take told of the little “chicken’s” arms and swing it as they count, “One, 
two, three.” The “chicken” tries to keep from smiling and to keep his 
‘hands clasped. If he is successful, the “buyer” takes him, otherwise he 
returns to his place among the other “chickens.” The game goes on until 
all the “chickens” are sold. AWSB; P: CLOL 


Follow Chase 


Age: Intermediate Supplies: not any 

Players: unlimited; group-and- Activity (moderate) : chasing, 
two; circle dodging, running 

Place: gymnasium; playground Appeal: competition, problem 


solving, skill 


The players stand in a circle with arms stretched sideways so as to put 
their hands on each others shoulders. On one side of the circle under an 
arch is a chosen player called the “runner.” Opposite him is the “chaser.” 
At a given signal the “chaser” tries to catch the “runner” but must follow 
the same route as the “runner.” If the “runner” is caught he joins the 
circle; the “chaser” becomes the “runner” and chooses a “chaser” from 
the circle. If the “chaser” doesn’t catch the “runner” after a long time 
the leader may call “Time!” Then both join the circle and a new “chaser” 
and a new “runner” are chosen. This game is popular in many countries 
and is played with slight variations. CPE. Vol. XI 
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Hand Tag 
Age: Intermediate Supplies : not any 
Players: unlimited; group-and- Activity (active): chasing, dodg- 
one; informal ing, grasping, running 
Place: playground Appeal : competition, skill 


The player who is the “It” cannot tag the others when they are hang- 
ing onto a tree or piece of apparatus so that the feet do not touch the 
ground. P:CLOL 


Wolf and Lamb 


Age: Primary Supplies: not any 

Players: unlimited; group-and- Activity (active) : chasing, dodg- 
two; circle ing, running, stretching, stoop- 

Place: gymnasium; playground ing 


Appeal: competition, dramatiza- 
tion, problem solving, skill 


This game is quite similar to the Chinese game, “Cat and Mouse.” 
One player, the “wolf,” stands outside a circle formed by the other 
players. A second player, the “lamb,” stands in the center of the ring 
and cries, “I am the lamb.” The “wolf” answers, “I am the wolf and TIl 
catch you!” The “lamb” declares, “Oh! no you won’t.”” Whereupon the 
“wolf” tries to enter the ring. The circle players help the “lamb” by 
trying to keep the “wolf” outside. Should the “wolf” enter the circle, the 
players in the circle again help the “lamb” by raising their arms in order 
that he may run under them. If the “lamb” is caught he joins the circle 
players; the “wolf” becomes the “Jamb” and then chooses a new “wolf.” 
E.CLOL 


PASTIME GAMES 


Filberta 
Age: Intermediate Supplies: filberts or stones 
Players: 4 to 12; single group; Activity (quiet): throwing 
line Appeal: competition, skill 


Place: playground 


Castles are made by placing three filberts (nuts), one on top of the 
other, on the ground. Several castles are made and placed a few inches 
apart in a row. 
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The boys stand about three feet from the castles and throw at them 
with a filbert. The boy who knocks down the greatest number of castles 


wins the game. l 
Italian children think that a good ending for the game is to sit down 
and eat the filberts. P: CLOL 


Painting Sand-Pictures 


Age: Intermediate Supplies: bags of colored sand 
Players: unlimited ; single group ; Activity (quiet) : creating designs 
informal Appeal: competition, skill 


Place: playground 


Each player has four bags of colored sand—red, black, yellow, and 
blue, and a bag of white. The white sand is scattered upon the ground in 
the form of a square. Then an outline of a bird, a man, or another animal 
is made by allowing the black sand to sift through the fingers. The other 
colors are used to finish the design. There is often competition between 
the young artists as to who can paint the best picture in a given time. 
F:PML 


Otadama 


JAPAN 


Although the Japanese race is not closely associated with American 
life, much is to be gained by a study of their manners, customs and social 
ideals. Play is popular in Japan, the young often getting up early in the 
morning to practice and learn sports. However, the scarcity of Japanese 
games seems to indicate that the children engage in individual and small 
group activities more frequently than in organized games. Hunting fire- 
flies is a pastime in Japan enjoyed by all ages. The glittering flies are 
hunted at night and struck down by a light fan. 

Japanese children show initiative and independence in their play due 
to the fact that they conduct their play without any appeal to their 
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elders. If a dispute arises it is settled at once by the oldest child in the 
group. 

Cozens’ *? study of the ability of Japanese children in physical educa- 
tion activities indicates that in running events Japanese elementary 
school boys and girls show a superiority over other boys and girls in the 
same school group. Boys excelled in combined or all-round performances. 
However, girls did not show superiority in this type of performance. In 
the secondary schools the Japanese boys are superior in jumping events, 
but not in combined performances. A conclusion from this study is that 
Japanese children perform as well and sometimes better than children 
of other nationalities. Whether their superiority, when it occurs, is the 
result of native ability or improper classification is yet to be determined. 


CONTEST 
Horse 
Age: Junior High Supplies: not any 
Players: 6; two-group Activity (active): balance; pull- 
Place: gymnasium ; playground ing, pushing 


Appeal: competition, skill 


The players are in threes. One player in each group bends forward and 
grasps the belt of a second player, thus forming the body and head of the 
horse. The third player, called the “‘tasho” or general, mounts and rides 
upon the back of the horse. The generals declare war and each tries to 
pull the other from his mount. W: PGON 


HUNTING GAMES 


Harbors of Truth (Similar to “Puss in a Corner”) 


Age: Primary Supplies: not any 

Players: unlimited; group-and- Activity (moderate) : chasing, 
one; informal dodging, running 

Place: gymnasium Appeal: dramatization, skill 


The children of Japan play that the corners are “Harbors of Truth,” 
and “Pussy” is a demon. The demon taunts the players and tries to catch 
them as they exchange harbors. P:CLOL 


1? See Cozens, F. W., “A Study of the Performance of Japanese Boys and Girls in 
Physical Education Activities.” Research Quarterly. Vol. VII, No. 11, p. 42. 
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Japanese Tag or Statue 


Age: Intermediate Supplies: not any 

Players: unlimited; group-and- Activity (active): chasing, dodg- 
one; informal ing, running 

Place: gymnasium ; playground Appeal: competition, skill 


The “It” calls out a position, such as “Touch left hand,” “Put right 
elbow on left knee,” or “Touch both hands to ground,” then quickly calls 
“Halt!” Each player must stay in the position he was in at the time of the 
command. Only the players who hold the position required in the first 
command are privileged to chase “It.” The player who catches him 
becomes the “It.” CPE. Vol. XI 


Kage-bohi-onigo or Shadow Tag 


Age: Primary Supplies: not any 

Players : unlimited ; couple ; Activity (active) : chasing, dodg- 
informal ing, running 

Place: playground Appeal: problem solving, skill 


The object of the game is to step on a partner’s shadow and at the 
same time to try to keep the partner from stepping on your shadow. 
P:CLOL 


Satsuma Ken 


Age: Primary Supplies: not any 
Players: unlimited; group-and- Activity (quiet) : guessing 
one; informal Appeal : problem solving 


Place: schoolroom 


The players stretch out the fingers of one or both hands simultaneously. 
The one who is the “It,” blindfolded, tries to’ guess the total number of 
extended fingers, calling the number aloud. H:CPML 


Wolf 
(See China.) 
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PASTIME GAMES 
Big Lantern Game 


Age: Intermediate Supplies : not any 

Players : unlimited ; single group ; Activity (quiet) : moving arms 
circle quickly , 

Place : schoolroom Appeal: rhythm, skill 


The girls sit on the floor in circle formation. The game is started by one 
player putting her hands close together and saying, “Big lantern.” The 
next player says, “Little lantern,” and puts her hands far apart, and so 
on the game continues. It is very amusing when quickly played. Interest 
in the game may be increased by having players drop out of the game 
when they fail to follow the leader, the winner being the last player to 
move her hands incorrectly. H:CPML 


Cup Game 
Age: Junior High Supplies: ten cups 
Players: unlimited; group-and- Activity (quiet) : guessing 
two; line Appeal: problem solving 


Place: schoolroom 


This game is suited to an indoor party. Ten teacups are placed upside 
down in a row upon the floor. Each cup is numbered, though the num- 
bering is known only to the leader and the “It.” The group is seated on 
the floor and faces the cups. The “It” leaves the room and the group is 
asked by the leader to choose the number of any one of the cups. The 
leader assures the group that the “It” is so intelligent that he can readily 
tell the number of the cup chosen by the group when the leader points to 
it with a stick. 

After the group has chosen the number of a cup, the “It” returns to 
the room. The leader then points to several of the cups. If the cup selected 
is numbered eight, the leader points to that cup the eighth time. The 
secret of the game is that the number of the cup and the number of the 
pointing must be the same. The lower the number chosen by the group 
the easier it is for leader to keep it in mind. The “It” may impress the 
group by saying “no” very emphatically until the chosen cup is touched. 
The group may be led to confusion by the leader if he skips about in 
pointing to the cups and by modifying or increasing the tone of his voice. 
He must be careful, however, not to let numbers match until the correct 
cup is touched. H:CPML 
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Flower Match 
(See China.) 


Grass Blade 


(See China.) 
Hana, Hana, Hana, Kuchi 
(Nose, Nose, Nose, Mouth) 
Age: Intermediate Supplies: not any 
Players: unlimited; group-and- Activity (quiet) : follow the 
one; circle leader 
Place: schoolroom Appeal : repetition, rhythm, skill 


The players sit in a circle and imitate the leader, who taps her nose 
and says, “hana, hana, hana, kuchi,” meaning, “nose, nose, nose, mouth.” 
The leader continues to repeat the words but quickly taps some other 
feature, as for example her eye. The players must do what the leader 
says and not what she does. If a player fails to do this she must be the 
leader or allow her cheek to be daubed with flour and water. The names 
of the features are: me—eye; mimi—ear; hana—nose; kuchi—mouth. 
H:CPML; H:CA 


Jan-Kem-Po 
(A Counting-Out Game) 
Age: Intermediate Supplies: not any 
Players : unlimited ; couple; in- Activity (quiet): a counting-out 
formal game 
Place: schoolroom Appeal: dramatization 


This game consists of a series of rapid arm movements by two play- 
ers. The movements are interpreted as follows: the hand doubled into 
a fist represents stone, with two fingers extended scissors, and out- 
stretched it represents paper. The two players start the game simul- 
taneously as each doubles her right fist and moves the arm rhythmically 
from the elbow three times saying, “jan-kem-po.” At the end of the 
third move the hands are lowered and brought forward in the position 
each player has chosen; the hand doubled into a fist, the hand with two 
fingers outstretched, or the hand outstretched. Each position is interpreted 
in the following manner: Stone breaks scissors, and therefore stone con- 
quers scissors; scissors cut paper and therefore conauer paper; paper 
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wraps (and so conquers) stone. The outcome is pure chance. The win- 
ner is determined by the conquering player of two out of three rounds. 
In cases of a tie, another round is played. AWSB; H:CPML 


Konkonchiki 
Age: Intermediate Supplies: bowl, cloth 
Players: 3; single group; circle Activity (quiet): quick arm 
Place: schoolroom movements 


Appeal: problem solving, skill 


This is a popular game with Japanese girls. Three players sit on the 
floor. Two of them grasp the ends of a piece of ribbon or cloth in which 
a loose knot has been tied while the third girl tries to move a small 
bowl filled with water through the knot. At the same time the others 
draw the knot and try to catch her hand. H:CPML 


Kumi 
Age: Junior High Supplies: cards 
Players: 4 to 8; four-group; Activity (quiet) : memory 
informal Appeal : competition, problem 
Place: schoolroom solving 


The players are divided into four groups. Each group takes a place 
at a square table and receives 25 cards, which are placed on the table, 
face up. The last line of a familiar song or poem is written on the face 
of each card. A leader reads the first line of one of the songs. If a group 
having the card with the last line finds it first, the card is placed in the 
center of the table and it is no longer in play. If any player in the other 
group sees the card first, his group gives two cards to the slow group 
for failure to recognize its “last lines.” The group which gives out of 
cards first wins. The losing players, if boys, are painted with black or 
white rings on their foreheads; if girls, a wisp of straw is put in the hair. 

It is easy to read Japanese scrip upside down and the players may 
remain in their seats to read their opponents’ lines. The game is some- 
times called “Alphabet” because each proverb begins with a letter of 
the Japanese alphabet. This is an old game of Japan and may have been 
the source of a number of our card games today. CPE. Vol. XI; F: PML 
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Otadama 
Age: Junior High Supplies: bags of rice two inches 
Players: unlimited ; single group ; square 
informal Activity (moderate) : juggling 
Place: gymnasium; playground ; Appeal: skill 


schoolroom 


This activity is a favorite with young Japanese girls. The game is 
started by the players first juggling two bags in the air. After each one 
has played with two bags for some time, then three bags are kept going. 
Later four bags are used and sometimes the players are so skilled that 
they can keep five or six bags going at the same time. 

The bags are about two inches square and are made of bits of bright- 
colored silk half filled with rice. A small bell is sewed to the bag and 
the tinkling of the bells adds to the game. AWSB; P:CLOL 


RELAYS 


Bamboo Pole Race 


Age: Junior High Supplies: bamboo poles 
Players: 12 to 24; two-group; line Activity (moderate) : running 
Place: gymnasium ; playground Appeal: competition, skill 


The teams are in threes along parallel lines 40 feet apart. Midway 
between these lines two flags or standards are placed about 50 feet apart. 
The first group of threes in each team take a bamboo pole four feet long. 
At a given signal one team goes to the right around one pole then around 
the opposite pole and back to the next group who goes through the same 
route and so on until all have gone. The opposing team starts at the 
same time and continues in like manner except they first circle the flag 
to the left then the one to the right. The team whose groups complete 
the race first is the winner. W:JHPE. Vol. VI 


Crab Race 
Age: Intermediate Supplies: not any 
Players: unlimited ; single group Activity (active): walking on 
or file; 4 to 6 in a file hands and feet 
Place: gymnasium; playground Appeal: competition, skill 


If there are many players the race may be run in relays. If not, the 
winner will be the individual first reaching a marked goal or the indi- 
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vidual who laughs least. The players race by propping themselves upon 
their feet and hands with their backs to the ground and walking in the 
position backward like crabs. CPE. Vol. XI 


House Cleaning Relay 


Age: Junior High Supplies: broom, dust cloth, 
Players: 12 to 32; 6 to 8 ina heat; towel, large pail, small pail 
line Activity (active): running 

Place: playground Appeal: competition, skill 


A smock, a towel, a large pail, a broom, a small pail, and a dust cloth 
are needed for this relay. The articles are placed about 15 yards apart. 
At a given signal the first heat runs to the smock and puts it on, to the 
towel and wraps it around her head, to the large pail, and carries it in 
her hand, to the broom, to the small pail, to the dust cloth and on to the 
finish line. The winner of first place gets a white flag with one red stripe, 
the second a flag with two stripes, and the third a flag with three stripes. 
Each winner receives the same award, but the judges keep a record of 
the winner of each heat. Before the second heat is run the articles are 
replaced. W:JHPE. Vol. VI 


Piggy Back Race 


Age: Junior High Supplies: not any 

Players: 12 to 24; single group or Activity (active) : balance, fast 
3 to 5 couples in a circle; line walk 
or file Appeal: competition, skill 


Place: gymnasium ; playground 


Partners stand in a double line behind the starting line. On a given 
signal one player jumps on the back of his partner and is carried to a 
goal line 20 feet away. When they reach the goal line, they exchange 
positions and return. The first pair returning to the starting line is the 
winner. This may be used in relay formation with three or more couples 
in each file. W: JHPE. Vol. VI 


One-Legged Race 


Age: Intermediate Supplies : rope 

Players: unlimited; 4 to 6 in a Activity (active): jumping, 
file; file running 

Place: gymnasium ; playground Appeal: competition, skill 


The first player of each team is given a colored band. At a signal this 
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player carries the band to a flag set about 45 feet directly in front of 
him. When he reaches the flag he ties both his ankles with the band and 
hops to the starting line. The winner is the team finishing first, all play- 
ers having run. W:JHPE. Vol. VI 


Spoon Ball Carry Relay 


Age: Junior High Supplies: tennis ball, wooden 
Players: 8 to 24; 4 to 6 ina file; spoons 

file Activity (moderate): balance, 
Place: gymnasium ; playground running 


Appeal: competition ; skill 


A large wooden spoon containing an old tennis ball is given to the 
first member of each team. At a given signal they run with the spoon 
and ball to a certain point and back and hand the spoon and ball to the 
next player. The team finishing first wins. If the ball drops from the 
spoon, it must be scooped up with the spoon and never touched other- 
wise. W:JHPE. Vol. VI 


Warship Race 


Age: Intermediate Supplies: one six-foot rope per 
Players: unlimited ; 2 to 3 war- three people 

ships in a file; file Activity (active) : running 
Place: gymnasium ; playground Appeal: competition, skill 


A warship consists of three players whose left ankles are tied together 
so that they are an arm’s length apart. The leader carries the flag. The 
warships stand in single file relay formation. At a given signal the first 
warship of each fleet runs to a mark and back to touch the next war- 
ship, who have already tied their feet. The winner is the fleet that 
finishes first. W:JHPE. Vol. VI 


Weaving Relay 


Age: Junior High Supplies: cloth for each file 

Players: unlimited; 4 to 6 in each Activity (moderate) : passing, 
file; file running 

Place: gymnasium; playground Appeal: competition, skill 


The two lines are 10 feet apart, facing each other and with players in 
each line an arm’s distance apart. At the signal the first player with cloth 
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in hand turns to face his team. He then runs weaving in and out to the 
end of the line and runs straight back to his place. He passes the cloth to 
the second player in line who begins weaving in and out to the end of 
the line and runs back to face the first player in line and then weaves 
around him and back to place. The cloth is passed to the next player 
who weaves to the end of the line. He runs straight to first player, weaves 
around him and the second player back to his place. The cloth is passed 
from one to another until all have woven in and out and back to position. 
The team finishing first wins. W: JHPE. Vol. VI 


STUNT 
Bounce the Ball 
Age: Intermediate Supplies : playground ball 
Players : 3-6; single group; Activity (active): bouncing a 
informal ball; striking, turning 
Place: gymnasium; playground Appeal: rhythm, skill 


The player bounces a ball upon the ground with considerable force 
and immediately turns around to face the ball in time to slap it on each 
rebound for five consecutive times. H:CPML 


Ha-Taik-K yen-Ha-Ki 


KOREA 


The play activities of the children of Korea bear striking similarities 
to those of the Chinese children. The majority of the games are quiet 
and adaptable to large groups in the primary grades. 
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PASTIME GAMES 
Clam Shell Combat 


Age: Intermediate Supplies : shells 
Players: unlimited ; couple; Activity (moderate) : throwing 
informal Appeal: competition, skill 


Place: playground 


The boys pair off for a combat, each boy having an equal number of 
clam-shells. To decide which of each pair shall have first play both play- 
ers drop a shell from a height of three feet. The one whose shell falls 
with the hollow down shall have first play. If they tie at first they shall 
continue to drop shells until one wins. The unsuccessful player puts 
a shell on the ground and the other tries to break it by throwing his shells 
at it. If he succeeds another shell must be put down by the opposing 
player. If the thrower fails to hit the shell or breaks his own, the oppo- 
site player takes his turn at his opponent’s shell. The winner is the 
player who has an unbroken shell the longest. When there are many 
players there may be opposing teams and players throw as their cap- 
tains call for them. B:GPHS 


Flower Match 
(See China.) 


Grass Blades 
(See China.) 


Hunting the Ring 


Age: Primary Supplies: ring, stick 
Players: unlimited ; single group; Activity (quiet): digging 

informal Appeal : competition, problem 
Place: playground solving 


The game consists of probing a heap of sand with long slender sticks 
in search of a hidden ring. The winner is the player who successfully 
gets the ring on his stick and lifts it out of the sand. W:PGON 


Kom-rim-tja (Shadow Pictures) 


Age: Intermediate Supplies: paper 
Players: unlimited ; single group ; Activity (quiet) : shadow pictures 
informal Appeal: dramatization 


Place: schoolroom 
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A piece of paper is placed upon the back of the hand and bent to form 
the head and cap of a priest’s robe. The thumb and little finger repre- 
sent the arms. The hand is moved so that the shadow dances on the 
wall. H:CPML 


Mek-Kong 
Age: Intermediate Supplies : nuts 
Players: unlimited; group-and- Activity (quiet): guessing 
one; informal Appeal : competition, problem 
Place: schoolroom solving 


One player takes several small nuts or stones in one hand and then 
extends forward both hands closed. The other players guess which hand 
holds the nuts. If one guesses the correct number, the nuts are given 
to him, if he fails he must give to the other player the number of nuts 
that he (the other player) had in his hand. Each player must have a 
supply of nuts. The game is similar to “Hull Gull” and “Old Gray 
Horse.” H:CPML 


Tjon-Mak-Teki-Ki 


Age: Primary Supplies: not any 

Players: unlimited ; couple ; Activity (quiet): dodging, 
informal striking 

Place : schoolroom Appeal: competition, skill 


One player puts down his hand and his partner tries to strike it with 
his hand before the first player can remove his own hand. If the striker 
succeeds, he continues to strike; if he fails, he must put down his hand. 
The player having the greatest number of strikes to his credit wins the 
game. H:CPML 


STUNTS 


Ha-Taik-K yen-Ha-Ki 


Age: Junior High (boys) Supplies: not any 
Players: unlimited ; couple; Activity (active) : balance 
informal Appeal: competition, skill 


Place: gymnasium ; playground 


This is a form of wrestling enjoyed by young boys and men. The 
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players stand facing each other with their feet apart. The object of the 
game is to kick the opponent’s feet from under him. Each player may 
move backward one step. H:CPML 


Nyang-Pan-No-Rum 
(Nobleman’s Play) 


Age: Junior High (boys) Supplies; not any 
Players: four; single group; line Activity (active) : balance 
Place: gymnasium ; playground Appeal: dramatization, skill 


One player bends forward and a second player mounts and rides on 
his back. Two other players each take one hand of the first player and 
lead him forward. H:CPML 
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Pinata 


MEXICO 


Although Spanish games are still favorites among the Mexican chil- 
dren, an interest in American sports is rapidly growing among the adults. 
Tennis, swimming, and baseball are becoming popular with the young 
people of Mexico. However, these active games are rather strenuous 
for the Mexican climate. Fencing is a favorite pastime with the young 
men. Pelota, a Spanish-Basque game, is very popular in Mexico City. 
In the past it was commonly played by the young men. Today it has 
become almost professional. 


The children’s play is quiet even when they are having a good time. 
161 
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They come of a quiet, self-contained race which shows little outward 
excitement in any of its activities. They are content to rely upon things 
that do not have to be bought for their happiness. 

Most of the pastimes are those which lead into the occupations of 
the adults of this land. Wood carving is engaged in by the children to a 
large extent, and this pastime develops quite frequently into a well 
paying vocation for many of the people there. Many puppets are made 
by the children and puppet shows are a frequent sight in Mexico. Don 
Quixote is possibly the favorite of the many puppets made and used. 
Riding and playing with the burro entertains the younger children day 
in and day out. Physical education brought by the teacher is some- 
thing new and exciting. 


HUNTING GAME 


Angel and the Devil 


Age: Primary Supplies: not any 
Players: unlimited ; transition Activity (moderate) : conversa- 
Place: gymnasium ; playground tion, walking 


Appeal: dramatization, repetition 


One player is chosen to be an “angel” and another is the “devil.” 
The others are secretly named different colors. The “angel” waves her 
arms like wings and pretends to knock on a door, then the following 
dialogue takes place: 


Players: “Who is there?” 

Angel: “A lonely angel with two wings.” 
Players: “What else can you want?” 
Angel: “TI seek a color.” 

Players: “What color, please.” 

Angel: “Tt is called blue.” 


The child named blue follows the “angel” and both fly about. The 
“devil” approaches with a forked stick on his head. He knocks and the 
dialogue follows: 


Players: “Who is there?” 
Devil: “A fearful devil with two horns.” 
Players: “What do you want?” 
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Devil: “I demand a color.” 
Players: “What color for you?” 
Devil: “Green, I prefer.” 


Then the player named green has to be a little “devil.” The game 
continues until all players have been transferred into “angels” and 
“devils.” The side having the greatest number of players at the end 
of the game wins. W: PGON 

Although the description does not suggest it, it seems that more fun 
could be added to the game if it were ended with a tug-of-war as in 
“London Bridge.” 


PASTIME GAMES 


Arrema or Monas De Estrano 


Age: Intermediate Supplies: clay figures 
Players: unlimited; two-group ; Activity (moderate) : throwing 
line Appeal: competition, skill 


Place: gymnasium; playground 


Small figures of clay are needed for this game. The players are 
divided into two teams, red soldiers versus blue soldiers, or dogs versus 
cats, according to whatever figures are used. Two lines are marked 
on the floor or ground. The first, the goal line, is six inches from the 
wall and the second, the starting line, is 12 feet from the wall. The 
teams are lined upon the starting line, and each side throws alternately. 
The play is as follows: throw a small figure so that it strikes the wall; 
if it falls between the wall and the goal line, it scores; if it falls outside 
the goal line, it is forfeited to the opposite team. Each player throws 
one figure. This constitutes a round; three rounds make a game. At 
the end of each round, the captains of the two teams collect the figures 
lost by the opposing team. A throw that does not strike the wall is foul, 
and must be tried again. The team with the greatest number of figures 
wins. 

If there are more than six players to a team it is best to have two 
games, using opposite walls. PHS 
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Chivas 
Age: Intermediate Supplies : beans 
Players : unlimited ; single group ; Activity (moderate) : throwing 
informal Appeal: competition, skill 


Place: gymnasium ; playground 


A small hole is dug in the ground if played out of doors, or a bowl 
placed on the floor if played indoors. A line is drawn about eight feet 
away from the hole. The players take a handful of little red beans 
called “colorinas” and, standing on the line, one at a time, see how many 
beans they can throw into the hole. The whole handful of beans must 
be released. If any fall in the hole the player picks them up and puts 
them in the palm of one hand. Then with a jerk he throws the beans 
into the air and tries to catch them on the back of the hand; once again 
he throws them and catches them in the palm. The player who has the 
greatest number of beans in the palm after the last person throws is the 
winner. The players must each have an equal number of beans to start 
the game. PHS 


Moon and Stars 
(See Spain.) 


Pinata 
Age: Intermediate Supplies: clay jar, trinkets, large 
Players: unlimited; transition; handkerchief 
informal Activity (moderate) : running, 
Place: schoolroom striking 


Appeal: problem solving, skill 


This game is played by the Mexican children during Psoda parties 
at Christmas time. These parties are similar to American Christmas tree 
parties. A big clay jar, the Pinata, is colorfully decorated and filled with 
trinkets, confections, and precious trifles dear to the heart of any child. 
The Pinata is swung from the ceiling and may be adjustable so that it 
can be quickly lowered or raised. When the guests have arrived and 
have chanted prayer and songs of rejoicing, the party turns from cere- 
mony to fun. 

One child is blindfolded and holds a long stick with which he strikes 
at the jar. The others turn him around, sending him in wrong directions, 
and swing the jar away from him, as they shout, “Que viva Piñata!” 
The children take turns at trying to hit the jar before some one is lucky 
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enough to hit it hard enough to break it and send the contents scatter- 
ing to the floor. Then a scramble for the trinkets begins. Supper, games, 
and dancing follow and on the following night all will go to the house of 
a friend who gives the next Psoda party in just the same manner. AWSB; 
P&M:SEA; P:YM 

A large paper bag may be substituted for the real Pinata. 


Sick Man 
Age: Intermediate Supplies: not any 
Players: unlimited; group-and- Activity (quiet) : conversation 
one; line Appeal: dramatization 
Place: gymnasium ; playground; 


schoolroom 


The players sit in a line. One player, the “doctor,” names each player 
something that may be given a sick person, such as food or medicine. 
He then begins a dialogue which runs like this: 


Doctor: “What do you prescribe for the sick man at three o’clock?”’ 
First Player: “Quinine, sir.” 

Doctor: “Quinine at three o’clock?” 

First Player: “Yes sir, quinine at three o’clock.” 

Doctor: “At three o’clock, quinine?” 

First Player: “Quinine at three o’clock, I say.” 


The doctor continues down the line asking each player similar ques- 
tions except for a change in the time of day. The object of the game is 
for the player to answer in the opposite order to that of the question. 
If he fails, he must pay a forfeit. W: PGON 


NORTH AMERICAN INDIAN 


The Indians spent much of their time in amusements and athletics. 
Their diversions ranged all the way from the simplest forms of child’s 
play to great inter-tribal ball games during which several hundred play- 
ers occupied the field. Some of the activities, like ‘“Snow-Snake” and 
“Saddlebags,” deserve a place among the leading games of the world. 

Since the pony and the canoe were the only modes of travel known 
to the American Indian, naturally he was on his feet most of his time. 
With this in view it is easy to believe that games of running would be 


quite popular with this people. Foot-races were very common, and the 
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young Indian early acquired an elasticity and swiftness of limb that 
usually proved valuable to him in later life. 

The races were usually between young braves from different villages. 
The villages picked the best runners, of course, to run against their 
rivals, and both teams were given the same length of time in preparation 
for the race—usually four or five days. A great amount of superstition 
entered into the races, and the losers always attributed their results to 
the influence of some herb or to some other form of nature. 

The Indian women played a unique game which consisted of throw- 
ing plum or peach stones into a basket or bowl. They enjoyed shinny, 
too, using a soft ball made of moss or buffalo hair covered with buckskin. 


ATHLETIC GAMES 
Ball Game 


Age: Intermediate (girls) 


_ Players: unlimited; two-group ; 


informal 
Place: gymnasium ; playground 


Supplies: Indian clubs, play- 
ground ball 

Activity (active): running, 
striking 


Appeal: competition, problem 
solving, skill 


The size of the court may vary according to the grade level. A square 
court 30 x 30 feet is suggested for grades three and four. A larger one for 
grades five and six. The players are divided into two teams. Each girl has 
a stick or club. The two teams advance toward each other and a ball 
which is placed in the center of the court. The object of the game is to 
knock the ball over the opponents’ goal line. Every time this is done, 
one point is scored for the team. The team having the highest score at 
the end of a 10 minute period wins the game. H:CA 


Ball Kick Game 


Supplies: playground ball 

Activity (active): kicking, 
running 

Appeal: problem solving, skill 


Age: Intermediate 
Players: 8 to 12; two group; file 
Place: gymnasium ; playground 


The winning of the game depends upon accuracy in kicking rather 
than speed in playing. 
The players line up behind the starting line which is 60 to 70 feet 
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from the goal. The first player on each team kicks a ball forward to a 
halfway line and from there he tries to kick it between two goal posts 
which are about 10 feet apart. One point is scored each time a ball goes 
between the goal posts. The ball is returned to the starting line and the 
second player kicks. The team having the highest score after all have 
kicked wins. H:CA 


Ball Play 
Age: This game is offered here as Supplies : playground ball 
background material rather Activity (active) : catching, run- 
than for actual teaching ning, throwing 
Players: unlimited; two-group ; Appeal : competition, problem 
informal solving, skill 


Place: playground 


This was a strenuous game when played by the Indian braves, because 
of the large playing area and the absence of rest periods throughout 
the game. Each side had its goal, 250 paces from the middle of the 
field. The goal posts were six feet apart and about six feet high, with 
a cross bar at the top. 

The Indians had umpires who were usually the old men of the tribe, 
and their chief duty seemed to be to watch the articles that were wagered 
by the enthusiastic spectators. 

The players were divided into two sides with one on each side acting 
as captain. One of the umpires started the game by tossing the ball into 
the air, and the players of both sides rushed to catch it. As soon as a 
player caught the ball, he threw it toward the opponents’ goal. An alert 
opponent rushed to catch it and send it back. The players were allowed 
to snatch or knock the ball from another’s hands. The game continued 
until one side had thrown the ball through the opponents’ goal. After 
a goal, the ball was immediately thrown back by the side that did not 
score, instead of being carried to the center as in most ball games of this 
type. The team that threw the ball between the opponents’ goal 100 
times was the winner. The Indians were so skillful and alert that they 
played a very fast game. 

It was a ball game of this type that was used as a disguise before the 
terrible massacre at Fort Mackinaw, which took place after the French 
and Indian War, during the Pontiac conspiracy. P:CP:Vol. I 
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Dodge Ball 
Age: Intermediate Supplies: playground ball 
Players: 8 to 20; two-group; line Activity (moderate) : dodging, 
Place: gymnasium ; playground throwing 


Appeal: competition, problem 
solving, skill 


Team I stands 12 feet from Team II. The first player at the head 
of Team I steps forward, and the opposite player of Team II tries to 
hit him with a soft ball. The player of Team I may dodge in any way 
as long as he does not move his feet. If the player of Team II succeeds 
in hitting him, he must become a member of Team II. If the player 
of Team II fails, he becomes a member of Team I. This continues until 
all of Team II have thrown at Team I. Team I throws at Team II in 
like manner. The winner is the team having won the greatest number 
of players from the opposing side. H:CA 


Kinxe 
Age: Junior High Supplies: willow rings and spears 
Players: 6 to 20; two-group; line Activity (active) : catching, 
Place: gymnasium ; playground throwing 


Appeal: competition, skill 


A willow ring and a willow spear three to six feet long are needed for 
each player. (Yard sticks and quoit rings may be substituted.) The 
players divide into two teams and line up in parallel lines. The lines 
are about 15 feet apart and the teams are facing. 

The captain of one team signals his men to start and the players cast 
their rings in the direction of their opponents. They try to confuse the 
opponents by the irregularity with which they throw the rings. They 
may throw them in a number of ways; all at one time; one or two at 
a time; or fling them in quick succession. The rings may be rolled along 
the ground or they may be cast flat through the air. 

As soon as the rings have been cast, the opposing team breaks for- 
ward from its line and tries to catch the rings, while they are still flying 
through the air or rolling along the ground, by thrusting their spears 
through the rings. The game is won if all the rings are captured. Each 
player is allowed to catch any number of rings on his spear. If the entire 
number is not captured the rings are returned to the owners, and the 
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game continues, alternating from one side to the other until one team 
succeeds in capturing all the rings in a single flight. 

A simplified version of the game for unskilled players is to score one 
point for each ring that is captured. Allow each team the same number 
of rounds (a round is the casting of the rings by the players on one 
team). The team holding the highest score at the end of the game wins. 
S:GNAI 


Saddlebags 
Age: Junior High (boys) Supplies : 2 bean bags attached by 
Players: unlimited ; two-group; a strap; sticks 
informal Activity (active): catching, run- 
Place: playground ning, throwing 


Appeal: competition, skill 


This game is sometimes called “Squares” or “Sky Shinny.” It is like 
lacrosse, the national game of Canada, but does not require expensive 
equipment. In the place of a lacrosse ball, two beans bags, four by seven 
inches, are used. The bags are fastened together with a band of cloth 
about two feet long. A strong stick which resembles a hockey stick is 
carried by each player. The bags are handled with the stick since it is 
against the rules of the game to touch the bags with hands or feet. 
Rough play of any sort is not allowed. The bags may be caught in the 
air, picked from the ground, or carried toward the goal. Also the bags 
may be thrown from the stick high in the air toward the goal. 

The playing areas are called prairies and are about the size of a 
football field. The goals at each end of the field are made of two upright 
posts and a crossbar 1o feet from the ground. The players may be 
divided into the “tribes” or forwards, the “braves” or backs, and the 
goal-keepers or, “bucks.” The captain of each team is known as the 
= chief 2’ 

The “chiefs” toss for choice of goal or first cast and then place their — 
men in their respective places. The play is started by the “chief” of one 
of the “tribes” taking the bags on his stick and casting them as far as 
he can toward his opponents’ goal. One of the opposing “braves” tries 
to catch the bags on his stick. If he succeeds he then runs for the goal 
or passes the bags on to a teammate, as in American football. The oppos- 
ing team may lift the bags from the stick of the runner or catch them as 
they are in the air, provided the runner’s stick or person is not touched. 
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The fair method of securing the bags from the runner is to slip the end 
of the stick under the bags and lift them off. 

The scoring of the game is as follows: 

One “scalp” for running over the goal line with the bags; three 
“scalps” for throwing the bags under the crossbar and between the space 
indicated by the upright posts; ten “scalps” for throwing the bags over 
the goal posts. Eight “scalps” are scored if the bags catch or hang on 
the crossbar or the goal posts. When a score is made, play is started 
from the center with the side that did not score having the cast. When 
the bags are thrown out of bounds the umpire throws them in where 
they went out, and the players on both teams stand in the places where 
they were when the bags crossed the line. OWW: Vol. VI 


Seashore Football (New England Algonquins) 


Age: Junior High (boys) Supplies : football, four long sticks 

Players: unlimited; two-group ; Activity (active) : kicking, run- 
informal ning 

Place: playground Appeal: competition, skill 


Football was known to only a few Indian tribes, chiefly to the Algon- 
quins of the New England seacoast and a few tribes of California. It 
is thought that a red-skinned athlete must have conceived and taught 
the game to his own people for these Indians lived so far apart, they 
could not have learned the game from one another. 

The field was a smooth level stretch of seashore. At each end of this 
a goal was set up. Two sticks thrust into the sand, leaning across 
-= each other like poles in a wigwam, served as a goal. A line was scratched 
on the ground, halfway between the goals. The players lined up 20 
paces back of this dividing line, one team on either side, and each 
team faced his goal. The individual players were about two feet apart. 
The ball was placed on the center of the dividing line. 

Before beginning the game the players shook hands with their oppo- 
nents, then took their places on the field. A sharp cry, the signal to 
begin, was given by an old man on the sidelines. The players rushed 
forward and tried to kick the ball through the opposing line to their 
home goal. If the ball was kicked into the water, the nearest players 
followed it. 

No player was allowed to kick a man’s heels out from under him but 
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he could catch his opponent around the neck as a holdback until he, 
himself, could kick the ball. 

If dusk fell before a game was finished the ground was marked where 
the ball was last in play and the game continued the following day. 

The Indians removed their moccasins and played barefooted. In 
order to disguise themselves they bedecked in all the glory of war paints. 
This was done so that if during the game any accident should occur to 
anger a player, it would be difficult to identify his opponent and later 
repay the grudge. S: GNAI 

One unique feature of football among the Indians of various tribes 
was that in the game the players were not allowed to throw the ball. 
They were skilled in controlling the ball by kicking it. The pleasure 
of the game consisted of kicking the ball and racing after it to kick it 
again and again. D:HIL 


Toss Ball 
Age: Junior High Supplies: playground ball 
Players: unlimited; two-group ; Activity (active): catching, run- 
informal ning, throwing 
Place: gymnasium ; playground Appeal: competition, skill 


The players are in two teams. The game is started by one team throw- 
ing the ball into the opponents’ territory. The object of the game is to 
keep the ball in the air by batting it back and forth. When the ball touches 
the ground on one side, the opponents score one point. The ball is put 
in play again and the game continues. H:CA 


HUNTING GAME 


Bead Guessing Game 


Age: Intermediate Supplies: a bead 

Players: unlimited ; group-and- Activity (moderate) : guessing, 
two; informal running 

Place: schoolroom Appeal: problem solving, skill 


Two players, one holding a bead behind him and the other, a “ouesser,” 
stand in front of the seated players. The player holding the bead changes 
it from hand to hand until the “guesser” points to one hand. At this 
time he must put his hands in front of the “guesser” and open them. 
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This is done until the “guesser” has correctly guessed three times. On 
the third correct guess the one holding the bead runs to his seat. If the 
“guesser”’ catches him, the “guesser” holds the bead and chooses a new 
“guesser.” H:CA 


PASTIME GAMES 


Bas-Quoits 
Age: Intermediate Supplies : pegs, rope rings 
Players: 2 to 6; two-group; Activity (moderate): pitching 
informal Appeal: competition, skill 
Place: gymnasium; playground ; 


schoolroom 


Two pegs, about 12 inches high, are set up as far apart as one can 
pitch. Rope rings about four inches in diameter are bound half with 
green and half with white cord. 

The players on opposite sides take turns pitching and trying to ring 
the peg at the opposite edge. A ringer counts three. In case of a leaner 
with the green part of the ring touching the peg, the count is two; if 
the white touches, the count is one. H:CPML 


Guessing Game No. T 


Age: Intermediate Supplies: two bundles of sticks 
Players: unlimited; group-and- Activity (quiet): guessing 
one; informal Appeal: problem solving 


Place: schoolroom 


One player has two bundles of sticks. One bundle contains an even 
number of sticks and the other an odd number. The other players guess 
which bundle has the odd or the even number. This was a popular game 
among the Indians of the North and West. D:HIL 


Guessing Game No. 2 


Age: Primary ; Supplies: small ball, 4 cups 
Players: unlimited ; group-and- Activity (quiet) : guessing 
one; informal Appeal: problem solving 


Place: schoolroom 


Another guessing game was played with a ball and four cups. One 
player hides the ball under one of the cups and the others must guess 
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which cup is the hiding place for the ball. The player who guesses cor- 
rectly becomes the leader. D:HIL 


Hal Hai Jas (Turn Around Game) 


Age: Junior High Supplies: sticks 6 inches long 

Players: unlimited: couple; Activity (moderate) : catching, 
informal throwing 

Place: playground; schoolroom Appeal: competition, skill 


Between 20 and 40 sticks six inches long are thrown from the palm 
up in the air, and as many as possible are caught on the back of the 
hand. Those that fall to the ground are thrown up again and the player 
tries to catch an odd number in the palm. If he is successful, one stick 
is kept, and he tries again. If he catches none or an even number the 
other player takes his turn. The player who catches the last stick wins 
all of his opponent’s sticks and the game is started again. H:CPML 


Hathamoune (Ball and Darts Game) 


Age: Intermediate Supplies: ball or yucca leaves ; 
Players: unlimited; single group; corncob darts 

informal Activity (moderate): throwing ` 
Place: playground Appeal: competition, skill 


The Indian children make a ball out of yucca leaves. Any material 
that can be easily pierced may be used. The body of the dart is a corn- 
cob. At one end of the cob two feathers are attached; at the other end 
there is a slender sharp-pointed stick. 

The players stand some distance from the ball which is placed on 
the ground. The first player throws; if his dart pierces the ball it remains 
in place. The second player throws. If he succeeds, it is a tie; if he fails, 
the next player throws and so on until all have had their turn. The player 
who pierces the ball most often wins. H:CPML 


Ichapsil Eckumpi (Making the Wood Jump) 


Age: Intermediate Supplies: pieces of wood 
Players : unlimited ; single group ; Activity (moderate) : throwing 
informal Appeal: skill 


Place: gymnasium ; playground 


An imaginary stream is marked off on the ground and a piece of wood 
is placed in the stream. The players pretend that they are standing on 
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the icy banks of the stream and take turns hitting at the piece of wood, 
trying to send it flying into the air. The winner is the first player who 
makes the wood jump above the head level. H:CPML 


Kwai-Indao 
Age: Junior High Supplies: 40 to 50 short sticks: 
Players: unlimited ; single group; large handkerchief 
informal Activity (quiet) : memory 
Place: gymnasium ; playground Appeal: problem solving 


A set of 40 or 50 sticks is divided into 10 groups, representing the 
different numbers from one through 10. The number of chalk marks 
on any stick indicates the number represented by the stick. Sticks repre- 
senting the same number are grouped together and all are placed in a 
row. The players take turns repeating from memory, blindfolded, the 
order in which the ro groups are arranged. H:CPML 


Onumla (Battledore and Shuttlecock) 


Age: Junior High Supplies: shuttlecocks, wooden 
Players: 4 to 12; single group; paddles 

circle Activity (moderate) : striking 
Place: gymnasium ; playground Appeal: competition, skill 


The players stand in a ring and each bats the shuttlecock to his 
neighbor on his right. If the one batting the shuttlecock sends it behind 
his neighbor, he must drop out of the ring. If the one to whom the 
shuttlecock is batted fails to bat it on properly to his neighbor, he must 
drop out of the ring. In this way the circle contracts and the last one in 
is the winner. 

The shuttlecock is made of a stout twig to which three feathers are 
tied securely. The battledore is made of a circular board, nine inches 
in diameter, attached to a wooden handle. H:CPML 


Qua Quallis (Ring and Pin Game) 


Age: Intermediate Supplies: bone or wooden ring; 
Players: unlimited ; single group; stick ; string 

informal Activity (moderate) : ringing the 
Place: schoolroom ; gymnasium pin 


Appeal: skill 


A small ring, about five inches in diameter, is made out of bone, a 
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piece of wood or a twig wrapped in yarn. The ring is attached to one 
end of a 21-inch stick by means of a string four to seven feet long. 
The stick is held in one hand and with a quick movement the ring is 
tossed up into the air. The object is to catch the ring while it is in the 
air on the end of the stick. AWSB; H:CPML 


Rolling Target 


Age: Intermediate Supplies: bean bags, hoop 
Players: unlimited; two-group ; Activity (moderate) : throwing 
line Appeal: competition, skill 


Place: gymnasium ; playground 


The players are equally divided into two groups. The players of 
Team I take their places about five feet apart with a stick or bean bag 
in their hands. A leader stands at the head of the line about 10 to 20 
feet in front. He rolls a hoop six inches to two feet in diameter the 
entire length of the line. The players who are successful in hurling the 
object through the rolling hoop score one point for their team. The hoop 
is rolled three times for the members of the first team, then they must 
give their places to Team II. Team II has three turns, and so on, until 
one team reaches a score of 100 points. Each player may score independ- 
ently if there are only a few players. The player scoring 21 points first 
wins. B:GPHS 


Snow Dart 
Age: Intermediate Supplies: rounded stick 
Players: unlimited; single group Activity (moderate) : running 
Place: playground Appeal: competition, skill 


This game is an adaptation from one that was once very popular 
among the Cree Indians. Each player has four darts about eight inches 
long, made of a rounded stick with a blunt end and tapering toward the 
back end. A groove about 60 feet long is made down a steep hill of 
snow, and at intervals hazards of little rises or hollows are made in the 
surface which is otherwise very hard and smooth. The object of the 
game is to slide the darts down the hill. One point is made for each ob- 
stacle crossed. The player with the highest score wins. The darts are 
not thrown, but simply loosed from the hand. The running up and down 
the hill after the darts affords exercise that keeps the players warm 
even in very cold weather. 
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The Crees called this game ‘“Puckitseeman” or “Puck” for short. 
They established four hazards and had two ways of scoring. The one 
was that one point was scored for two hazards; two points for three 
hazards and five for four barriers; the final score being 20. The other 
was that the players must send the “puck” through all four hazards four 
times to win. B:GPHS; OWW;; Vol. VI | 


Shinny (Wood) 


Age: Junior High Supplies : sticks, wood block 

Players: unlimited; couple; Activity (active): running, 
informal striking 

Place: playground Appeal: competition, skill 


This is a game for two players. A block of wood about five inches long 
and two or three inches in diameter is laid on the ground. Starting from 
this point the players take 50 steps in opposite directions, and scratch 
a long line on the ground which serves as the opponent’s goal. Stand- 
ing on this line the players face each other and count together in a loud 
voice, “One, two, three!” On “three” they rush toward the wooden 
block. The one who succeeds in first putting his foot on it has the right 
to take aim with his stick and strike the block toward the goal that was 
marked for him. As soon as he hits, the two players stand shoulder to 
shoulder, count “One, two, three,” and again race forward. The one 
that first sets his foot on the block has the right of the next stroke. Thus 
the game is played back and forth between the players until one of 
them sends the block across his line. S:GNAI 


Shinny (Circle) 


Age: Junior High Supplies: ball, sticks 

Players: 8 to 12; two-group; Activity (active) : running, 
informal striking 

Place : playground Appeal: competition, skill 


The game is played by two players or two teams, usually four or six 
on aside. Two circles or goals are drawn on the ground about 250 yards 
apart. Midway between the goals a hole about a foot in diameter is dug. 
The shinny ball is laid in the hole and covered with sand. An outsider 
hides the ball, so that the players will not know where to dig for it with 
their sticks. 

When only two players participate in the game, each stands with 
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his back to his own goal and faces his opponent. If two teams play, the 
captains stand by the sand mound, and each team stands in parallel 
lines eight feet back of its captain. 

An umpire starts the game with a loud cry. The two players or two 
captains begin to dig to uncover the ball, after which the object is to 
drive it into the opponents’ circle. 

No stroke is given the ball while it is inside a goal circle; that is, 
when it has rolled inside a ring, the player must wait to see if it will 
cross it and come out again, or whether it will stop either inside or on 
the line of the circle, thus ending the game. If a player sends the ball 
into his own circle, it scores the same as though his opponent had done 
this. S:GNAI 


Snow Snake 


Age: Junior High Supplies: notched sticks 
Players : unlimited ; single group; Activity (moderate) : throwing 
informal Appeal : competition, skill 


Place: playground 


The players stand at a given line with three to five smooth but some- 
what heavy sticks each. The sticks are marked, the first stick has one 
notch, the second has two, the third has three and so on. The sticks are 
thrown one at a time so as to skim over the hard surface of the ice. When 
each player has thrown one stick the score is counted. The stick thrown 
farthest wins for its owner the number of points or the number of notches 
on the stick. These sticks are put to one side and others are thrown and 
scored in the same manner, and so on until all sticks have been thrown. 
The winner may be the one with the highest score at the end or a certain 
number may be set for the winner, usually some number from seven 
to ten. 

When played in the soft snow the game is not unlike bowling. A long 
groove from 10 to 18 inches deep is cut in the snow and serves as the 
“alley,” the “snow-snake” being thrown down the groove. 

This game may well be considered the national game of the Iroquois. 
Its popularity through the centuries is due to the amount of skill that 
can be put into throwing the “snow snake.” B:GPHS; D:HIL 
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Stone Throwing Game 


Age: Intermediate Supplies : stones 
Players: unlimited ; couple; Activity (moderate): pitch 
informal Appeal: competition, skill 


Place: playground 


Two persons play against each other. The players stand 30 feet away 
from a hole in the ground and pitch three stones each. The nearest stone 
of either player to the hole scores one point. If a stone falls in the hole, 
it scores four points. But if the second player’s stone falls on top of 
the stone of the first it “kills” the stone and there is no score. The win- 
ner is the player scoring 12 points first. H:CA 


Tokoinawas (Ring and Arrow Game) 


Age: Junior High Supplies: corn-cob arrow, corn- 
Players: unlimited ; groups of husk hoop 

four ; line Activity (moderate) : throwing 
Place: gymnasium ; playground Appeal: competition, skill 


This is a game for four people. Each player has an arrow about 1o 
inches long made of a corn-cob with two feathers attached to one end 
and a wooden point to the other. A ring is made out of dry corn husks. 
It is seven inches in diameter and is wrapped half with red and half 
with white yarn. 

Two players face each other and roll the ring between them. The 
other two throw at it with darts. The middle finger is placed between 
the two feathers, the arrow being thrown with force. A round consists 
of 10 rolls. The player who throws through the ring or hits it the great- 
est number of times during a round wins. H:CPML 

This game is very similar to “Rolling Target.” 


Wela (Hopi Tribe Game) 


Age: Intermediate Supplies: darts, hoop 

Players: 4 to 10; group-and- Activity (active): running, 
one; informal throwing 

Place: playground Appeal: skill 


Each player has a dart about a foot long. One end of the dart is 
pointed and a bright-colored feather is fastened to the other end. The 
feathers usually vary in color. The wela, about 15 inches in diameter, 
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is made of broom corn or corn husks bound together to form a hoop, 
the rim of which is quite thick. 

One player starts the game by rolling the wela, As it rolls along each 
player runs after it and throws his dart at the rim. The player whose 
dart sticks wins the game. P:CLOL 


Whipping Tops 


Age: Intermediate Supplies: lashes, tops 

Players : unlimited ; single group ; Activity (moderate) : striking, 
informal throwing 

Place : playground Appeal: skill 


The American Indian boys often play with tops in the winter, skill- 
fully spinning them on ice. The tops are made of various materials, 
such as wood, stone, acorns, nuts, horn, bone, and sometimes ice. Often 
the tops are colorfully decorated. The whip is made of long buckskin 
lashes fastened to an unbarked stick. The top is grasped with the index 
finger and thumb and twirled so that it spins when it strikes the ice. 
By means of the whip the top is kept spinning. Some players even set 
their tops in motion by using the whip as we use a top-string. H: CPML 


Zune (Archery Game) 


Age: Junior High Supplies: arrows 
Players: 2 to 10; single group Activity (moderate) : throwing 
informal Appeal: competition, skill 


Place: playground 


Each player is equipped with several arrows made out of twigs about 
two inches long with three feathers fastened to each arrow. The arrow 
is held between the forefinger and thumb (as one holds a pencil). The 
game is started by one boy throwing an arrow a distance of about 12 feet. 
A second boy throws, aiming so that the feathers of his arrow touch 
those of the arrow on the ground. If he succeeds, he takes both 
arrows and makes a throw with one of them. The third boy aims at the 
arrow on the ground; if he fails, his arrow remains in place and another 
boy takes his turn. The game continues, each boy claims the arrows 


which are touched by his arrow. The player first claiming all of the 
arrows wins. H:CPML 
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RELAYS 
California Relay 
Age: Junior High Supplies: playground balls 
Players: unlimited; two-group; Activity (moderate) : running, 
file striking 
Place: gymnasium ; playground Appeal : competition, problem 


solving, skill 


A starting line is drawn on the ground on which are placed two balls 
eight feet apart. The captains take their positions beside the balls. 
Behind each captain, down the field in a file, is stationed his team. Each 
man stands 500 feet from his neighbor, and the goal is 500 feet beyond 
the last player. (Shorter distances may be used.) Each player is re- 
sponsible for the section of the track directly ahead of him. 

A cry of “Hi!” is the signal for the captains to strike their balls down 
the course. If the ball does not go the allotted distance in one stroke, 
the captain runs forward to give the ball another stroke. He counts 
in a loud voice each drive as he makes it. When the ball passes into the 
territory of the second man, this player waits while it rolls as far as 
possible and has fully stopped before striking. The object of the game 
is not speed but few strokes. The second man, counting the score out 
loud, sends it down the track to the third player and so on. The team 
which drives the ball over the line in the fewest number of strokes wins. 

This game may also be played on ice and the teams play on skates. 
S:GNAI 


California Relay Football 


Age: Junior High (boys) Supplies: football, goal stakes 
Players: 8 to 12; two-group; line Activity (active) : kicking, run- 
Place: playground ning 


Appeal: competition, problem 
solving, skill 


The field may be any straight level stretch of ground. At one end of 
the field two goals are placed, each of which is made by driving two 
stakes into the ground, three feet apart. The goals resemble gate posts. 

The teams line up in two parallel lines, each team facing its own goal. 
The players in each line are 20 yards apart and the last player is 20 
yards from his goal. Twenty yards beyond the last player in each line, 
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a ball is placed, and 50 feet beyond the balls stand two men who act as 
“starters.” 

At a signal, the “starters” dash forward and kick their respective 
balls down the field toward the first team-man, following the ball to 
give another kick in case the first does not send it across the entire dis- 
tance. As soon as the ball rolls near the first team-man, he kicks it 
farther down the line after which he joins the “starter” in running down 
the field, ready to be of assistance. The second man does likewise and 
thus the teams follow their ball down the field in two groups until all 
are gathered around the goals. The first team to send the ball through 
its goal wins the game. No handling of the ball or interference is per- 
mitted. S:GNAI 


Clown Game 


Age: Junior High (boys) Supplies: cord, playground balls 

Players: 4 to 12; single-group; Activity (active): kicking, run- 
informal ning 

Place: playground Appeal: competition, skill 


The Indians have clowns, and like all clowns, they often imitate events 
that take place about them. This century-old game was a great feature 
of the Zuni holiday activities. Although it is not played in definite relay 
formation, it is classed as a relay because it is based on “Kicking the 
Stick,” a popular relay with Indian boys and men. 

In the place of a stick the clowns use a soft ball, known as a slinging- 
ball, to which a loop of cord is fastened. The ball, about four inches 
in diameter, is usually made of buckskin stuffed with hair. However, 
in the Free Museum of Science and Art of the University of Pennsyl- 
vania, there is a slinging ball made of an old stocking to which is attached 
a braided cord 10 inches long. 

The players divide and stand on the starting line with their backs 
to the goal. Upon signal all contestants lie on their backs and then lightly 
place the cord around the toes of the right foot. At a second signal, the 
players give a vigorous kick to send the ball over their heads down the 
field. Each player then runs to recover his ball and assumes the same 
position to send the ball toward the goal again. The first player to send 
his ball backward over his head through the two goal-posts wins the 
game. There is often a great scramble at the end..S:GNAI 
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Age: Intermediate : Supplies: 4-inch pegs 

Players: unlimited; 4 to 6 in a Activity (moderate) : kicking, 
file ; file running 

Place: playground Appeal: competition, skill 


This game was played by the Indians in the spring of the year. 

The players are divided into equal teams and stand behind a smooth 
round stick four inches long that has been driven in the ground two 
inches. The first player of each team pulls his stick out of the ground 
with his feet and kicks it forward around a goal, and back to the start- 
ing line. The second player then kicks the stick forward. The team 
finishing the race first is the winner. H:CA 


Whirling Circles 


Age: Intermediate Supplies: not any 
Players : unlimited ; groups of Activity (active) : running, 
four ; file whirling 
Place: gymnasium ; playground Appeal: competition, rhythm, 
skill 


This is a relay in which four players from each side run as one unit. 
An obstacle is established about 40 feet in front of each team. The 
players are grouped in fours. Each group forms a circle. At a signal, 
the first four of each team run forward, encircle the obstacle, and run 
back to the starting point to touch off the next four, always twirling as 
they run. The object is to see which team finishes its whirling circles 
first. H:CA 


SRUNI 
Indian Wrestling 
Age: Intermediate Supplies : not any 
Players: unlimited; couple; Activity (moderate) : balance, 
informal pulling, pushing 
Place: gymnasium ; playground Appeal: competition, skill 


Two players stand face to face with right foot forward and touching 
that of the opponent; the right hands are clasped and are directly over 
the center of the feet. The umpire says, “Go,” or slaps the hands lightly 
and the wrestlers try to throw each other off balance by pushing, pull- 
ing, or swinging the hands. A player loses the match as soon as either 
foot moves from its place. OWW:Vol. VI. 


Scitter Scatter 


NORWAY 


The Norwegian children do not enjoy the freedom of play as the 
American children do because of the long winters. They know nothing 
of cricket, football, golf, hockey, or tennis because the snow-covered 
ground provides little opportunity for such games. Skating, skiing, 
tobogganing take the place of our winter sports, and in summer they go 
for long walks in the mountains and enjoy fishing in the lakes and rivers. 

The children enjoy outdoor games and most of them may be classed 
as singing games and folk dances. “Blind Man’s Buff,” “Forfeits,” 


and “Hunt the Slipper” are played here as they are known almost every- 
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where. “Hop-in-Paradise” which is very similar to our “Hop-Scotch,” 
is a favorite game with Norwegian boys and girls. 


HUNTING GAME 
Slaengenkompas (Scitter Scatter) 


Age: Intermediate Supplies : not any 
Players: unlimited; two-group ; Activity (active) : running, walk- 
circle ing, whirling 
Place: gymnasium ; playground Appeal: competition, rhythm, 
skill 


This game comes down to us from an ancient folk tale. The real 

name of the game is Slaengkompas or “Scatter-Compass.” 
_ The players form two circles of equal numbers. A captain known as 
“komy” is selected for each circle. The players join hands and face the 
center of the circle. The two circles are several feet apart and each 
“komy” starts walking slowly around his own circle and counts as he 
walks. The players listen closely and walk just as their “komy” walks. 

The two “komys” may count as they wish, fast or slow, and in any 
order as: “One-three; two, one; three-four; three-two”; but as soon 
as a “komy” calls “Five!” the players in both circles drop hands quickly 
and whirl completely around five times as fast as possible. Then each 
player leaves his own circle and rushes to find a place in the opposite 
circle. When either “komy” shouts “Scitter-Scatter!” each player must 
face the center and join hands with the players near him. The “komys” 
try to get in the circle too. If any player in either ring is not standing 
thus, he must stand in the center of the ring. 

The game goes on as before with each “komy” leading his players 
first slowly and then going faster and faster until the shout “Five!” 
is given. The players who are in the center of the rings may now 
try to get back into a circle as the players are whirling five times and 
exchanging places. Again any player caught out of the circle at the 
shout “Scitter-Scatter,” must stand in the center and await his chance 
to get in the ring. 

One object of the game is to catch a “komy” out of the circle. If a 
“komy” is caught not joining hands and facing center, the players rush 
to touch him. The first player to touch him becomes the new “komy” 
or captain for the next game. 

The players must watch both “komys” and the players in the center 
and try to keep them from joining in again. F&H:PRW 


eRe: 


Deeb 


PALESTINE 


It is interesting to find by comparison that the play patterns of this 
old-age country and those of our modern world are very similar. Evi- 
dences of the universally popular games, ‘‘Hide-and-Seek,” “One Old 
Cat,” and “Cat and Rat,” are found in the games played by the chil- 
dren of Palestine. 
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ATHLETIC GAME 


Alam 
Age: Junior High Supplies : ball 
Players: 4 to 10; two-group; Activity (moderate) : catching, 
informal running, throwing 
Place: playground . Appeal: competition, skill 


This game is something like our “One Old Cat.” The “alam” (a stone) 
is placed upright at one end of the field. The players divide into two 
teams and decide which team is in bat first. The play begins as the first 
batter calls, ““Radoor” which means ready. The batter then throws a 
ball in a series of different ways; first, overhand and then underhand. 
He may face his opponents or quickly turn his back to them, each time 
recovering the ball. The final play for him is to drop the ball and kick 
it. The fielders try to catch the ball on the fly. If a fielder succeeds, the 
batter is out, otherwise the first fielder to recover the ball throws at 
the “alam,” trying to upset it as he calls “Dustur” which means “by 
your leave.” If the “alam” is upset, the batter is out, and his team goes 
to the field. The game continues with each team being allowed one out 
in each inning. K: BP 


HUNTING GAMES 


Deeb (Wolf) 


Age: Intermediate Supplies: not any 

Players: unlimited ; group-and- Activity (active) : dodging, leap- 
one; circle ing, reaching, running 

Place: gymnasium ; playground Appeal: competition, skill 


One player is chosen to be the “wolf.” He stands outside the circle 
formed by the other players who are called “sheep.” As the “sheep” 
skip around and around the “wolf” tries to grab one of them. When a 
“sheep” is caught he must stand in the center of the ring. The last 
“sheep” to be caught becomes the “wolf” and the game begins anew. 
A “sheep” may try to prevent capture by letting his heels fly, as a lamb 
would in leaping. K: BP 
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Khuurak 
Age: Intermediate Supplies: not any 
Players: unlimited; two-group; Activity (active) : hiding, run- 
informal ning, seeking 
Place: playground Appeal: competition, problem 


solving, skill 


A large playing area is necessary for this game. In Palestine the 
players use the whole town and the surrounding country. The players 
are divided into two groups. A home base is established at a door or a 
tree. One group is assigned to remain at the base while the other group 
goes away and hides. After a stated time has passed the players at the 
base divide into small groups and begin a search for the hidden players. 
The object of the game is for the hidden players to return to the home 
base without being seen by the opposing group. K: BP 


Borkem Topa 


PERSIA 


The play activities of the Persian children should have a definite 
appeal to both child and teacher. The games provide for large group 
participation; they allow for acquisition of skill in fundamental body 
movements; and the patterns of play offer opportunity to develop friendly 
rivalry in a moderate degree. 
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HUNTING GAMES 
Borkem Topa 


Age: Intermediate Supplies: hat 

Players: unlimited ; group-and- Activity (moderate) : kicking, 
one; informal striking 

Place: gymnasium ; playground Appeal : competition, skill 


A circle about three feet in diameter is marked on the ground. The 
player who is the “It” places his hat in the ring, and stands on guard 
with one foot on the ring mark. The others try to knock the hat out of 
the ring by striking with hands or feet. The “It” attempts to tag them. 
If he is successful, the player thus tagged becomes the “It.” If a player 
succeeds in knocking the hat out without being caught, then the “It” 
must run away from the ring and try to tag the players. The one tagged 
is the “It” and starts a new game. PHS 


Chinnabeer 
. Age: Intermediate Supplies : stick 
Players: unlimited; two-group ; Activity (moderate) : guarding, 
circle reaching 
Place: gymnasium ; playground Appeal: competition, problem 


solving, skill 


The players form a double circle around a stick that has been placed 
on the ground. The inner circle is to guard the stick. If an outer circle 
player encircles one of the inner circle players this player is “dead,” 
and is out of the game. If an inner player hits an outer with the palm of 
his hand, the outer player is “dead” and cannot continue. One boy of 
the inner circle remains by the stick constantly to guard it. If the inner 
circle is broken up first and the stick is captured the inner circle be- 
comes the outer. If the outer is broken up first the inner circle holds the 
defense for another game. H: CPML 


Dima or Persian Leap Frog 


Age: Junior High (boys) Supplies: not any 
Players: 6 to 12; group-and-one; Activity (active): leaping 
file Appeal: competition, skill 


Place: gymnasium ; playground 


The players stand in file ready to leap over the “It” who is crouched 
in front of the file. The first time each player leaps he shouts, “Dima! 
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Do not hit!” and is allowed to touch the “It” with his hands. The second 
round they must not touch him at all and the cry is “Ochma.” The third 
time over they shout, “The third is little,” meaning they can touch him 
lightly. The fourth cry is “Give way,” and is the signal for everyone 
to leap as he pleases. “On the fifth, pinch,” is the next call, and as each 
player leaps he tries to pinch the victim. The next round is again an 
easy leap. The climax comes on the seventh round, when all shout, “On 
the seventh, we ride the palanquin” and as he leaps each player tries 
to secure his seat on the back of the “It.” If anyone fails, he in turn has 
to be the “It” and the game starts anew. H:CPML 


Hide and Seek 


Age: Primary Supplies: not any 

Players: unlimited; group-and- Activity (moderate) : chasing, 
two; informal dodging, hiding, running, 

Place : playground seeking 


Appeal: problem solving, skill 


Two players are selected to remain at home and shut their eyes while 
the others hide. As soon as the “hidden ones” are discovered they give 
chase and try to catch the “seekers” before they can get back home. 
If the ones who are “seekers” are caught they must try again, but if they 
reach home without being tagged, two of the “hidden ones”? become the 
eseekers.” C:PE. Vol. XI; H:CPML 


Kuku Kuku 
Age: Intermediate Supplies : pebbles or sticks 
Players: unlimited; group; circle Activity (moderate) : hopping, 
Place: gymnasium ; playground throwing 


Appeal: skill 


One player is chosen to be the “orphan.” The others pair off and forma 
circle. Number One of each pair stands while number Two crouches at 
his feet. Numbers Two lay pebbles or sticks on the ground and say, 
“Kuku, Kuku!” The “orphan” hops around the circle without falling and 
picks up the sticks or pebbles. He then tosses them all into the air. If 
most of them fall in the circle, the boys cry out “Plenty” and begin a 
new game. If most of them fall outside, the boys cry “Famine.” At this 
they all jump and run away to try to find a new companion. The one 
eft is the “orphan” and the game begins with the “orphan” as the odd 
layer. H:CPML 
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Mounting Mollaks 


Age: Junior High (boys) Supplies: not any ; 

Players: unlimited; two-group- Activity (moderate) : reaching, 
and-one; circle running, mounting 

Place: gymnasium ; playground Appeal: skill 


The players form a double circle. All in the inner circle join hands 
except one boy, the guard, who goes around the outer circle. The object 
is for the outer circle player to jump on the back of the inner player 
before being tagged by the guard. The guard may only tag the outer 
player when in the act of jumping. When a player is once on the back 
of the inner player, he may sit there as long as he wishes. When the 
guard tags one, the sides change position. H:CPML 


Slaves 
Age: Junior High (boys) Supplies: not any 
Players: unlimited ; two-group; Activity (moderate) : chasing, 
line dodging, running 
Place: gymnasium; playground Appeal: competition, skill 


The players are divided into two equal sides and stand on lines 30 
feet apart. A line is drawn midway between the two teams. One player ad- 
vances and tries to tag one of the other team and runs back before being 
tagged himself. If he is tagged before crossing the midway line, he is taken 
as a “slave.” If he succeeds in crossing the midway line without being 
tagged one of his men may chase the pursuer and try to tag him before 
he can return to his base line. Each team keeps its “slaves” in prison. 
As soon as one side wins, the “slaves” ride their “masters” on their 
backs across the playing area as many times as was agreed upon before 
the game began. H: CPML 


PASTIME GAME 
Ashog (Marbles) 


Age: Intermediate Supplies : marbles 
Players: unlimited ; single group ; Activity (moderate) : pitching 
line Appeal: competition, skill 


Place: playground 


Each player should have three or more marbles. Often the children 
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use the round knuckle bones of sheep or goats. Pebbles and small stones 
may be used. Each player digs a hole in the ground and stands about 
eight feet away from the line of holes or cups. He then tries to pitch or 
roll his marbles into his own cup. His score corresponds to the num- 
ber of marbles in his cup. If a player rolls a marble into another’s 
cup, that marble is counted for the latter. The game may consist of 
several trials for each player or a certain score may be set before the 
game begins. PHS 


STUNT 


Glass Blower 
Age: Intermediate Supplies: hat, stick 
Players : unlimited ; individual ; Activity (moderate) : twirling 
informal Appeal: dramatization, rhythm, 
Place: gymnasium; playground skill 


The players take a cap and twirl it as fast as they can on the end of 
the stick while saying a rhyme which has the following meaning, 


“Be careful! please, glass blower! 
Or the bowl you will break.” H:CPML 


naa 


oe 
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Pree Ci 


Greased Pole 


PHILIPPINE ISLANDS 


The Americans have done much to encourage the Filipinos to 
substitute games of a civilized nature for the once popular field sport 
of head-hunting. The natives have also been encouraged to indulge in 
dancing, an activity that is a favorite among all of the men and most 
of the women. 

The men and boys enjoy races, and there is never a lack of contestants. 
The innate love of sport comes out in the running contests. The com- 
petition is keen but the winners are happy and the losers are genuine 
sportsmen. Tug-of-war is an event that is very popular with the men 
and boys. 
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The children have a variety of games which bear evidence of the 
similarity and universality of play patterns. The Filipino game Araw- 
Lilem or “Day and Night,” is the same as “Moon and Morning Stars” 
of Spain. Our game of “Thimble” is known to these island children as 
Hanapan or “The Hunt.” Ginto-Ginto, meaning “Gold,” is played 
in the manner of “Lucky Leaf,” a game popular with Italian children; 
Viola or “Straddle Jump” is similar to “Persian Leap Frog”; and 
Pabagsak is suggestive of the Greek game, “Oyster Shell Combat.” 
These and many other games commonly known in various countries pro- 
voke thought but they do not explain the mystery concerning the true 
origin of the pattern of play. 


» ATHLETIC GAME 


Football 
Age: Junior High (boys) Supplies: rattan ball, 4 inches in 
Players: unlimited ; two group; diameter 
informal Activity (active) : batting, jump- 
Place: playground ing, running, tossing 


Appeal: competition, skill 


This is a very old form of football and quite unlike the American sport 
by the same name. The players are divided into two teams who group 
themselves informally within a playing area about 50 x 75 feet. The 
game is started by tossing the ball between two opposing players who bat 
the ball high into the air. The object of the game is to keep the ball in 
the air by batting or hitting it with any part of the body. 

Although a system of scoring was not given with the description of the 
game, it is suggested for inexperienced players that one point be counted 
against the team which allows the ball to touch the ground. A time limit 
may be agreed upon before play begins. The team having the fewest 
marks against it at the close of the game wins. PHS 
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CONTESTS 
Palo-Sebo 
Greased-Pole Contest 
Age: Junior High (boys) Supplies: bag coins, pole 
Players: unlimited ; single group ; Activity (active): climbing 
informal Appeal: skill 


Place: playground 


The pole is a bamboo, placed firmly in the ground and held there with 
a guy-rope of rattan. A bag of coin hangs from the top of the pole, being 
attached there by means of a stick thrust through the top of the bamboo. 
The smooth pole is greased and offers great difficulties for the con- 
testants who take turns in trying to climb to the top. One person is allowed 
only one trial at climbing. If he loses his grip and slides down, he must 
give way to another. R & R:PFDG; W:NGM. Vol. XXII 


Wrestling Match 


Age: Junior High (boys) Supplies: not any 
Players: unlimited ; couple; Activity (active) : wrestling 
informal Appeal: competition, skill 


Place: gymnasium ; playground 


Each wrestler gets a firm grip on the other by grasping the waistband 
of his opponent. After an instant of pause each contestant pulls and 
tugs at the other, trying to lift him from his feet and throw him to the 
ground. Tripping is not allowed. A bout may be decided by a single fall or 
by the best two out of three. W: NGM. Vol. XXII 


HUNTING GAMES 
Agawong Sulok 


OR 
Vende, Vende Candela (Get a Corner) 
Age: Intermediate Supplies: not any 
Players: 5, 7, or 9; group-and- Activity (moderate) : running 
one; rectangle Appeal: problem solving, skill 


Place: gymnasium, playground 


A rectangle is drawn on the ground or floor. For five players a small 
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base is marked in each corner; for seven players an additional base may 
be added to the center of each side line; or for nine players an additional 
base may be added to the center of the two side and end lines. 

The “tagger” stands in the center of the rectangle. All other players 
stay on bases drawn on the boundaries and corners of the rectangle. As 
the players try to exchange places by running across from base to base 
the “tagger” tries to rush to a vacant base. If the “tagger” is successful 
in securing a base, the odd player now becomes the “tagger” for the new 
game. 

Players may try to confuse the “tagger” by rushing from their bases 
and turning back immediately. R & R:PFDG 


Bato Pano (Throw the Handkerchief) 


Age: Intermediate Supplies: handkerchief 

Players: unlimited; groups of Activity (active) : balance, catch- 
three ; informal ing, throwing 

Place: gymnasium, playground Appeal: skill 


The players are in groups of three, scattered informally about the 
playing area. Two players in each group are the carriers. They form a 
saddle with their hands and the third player sits upon their hands and 
arms. A seated player starts the game by throwing a handkerchief to 
another seated player. Should a player fail to catch the handkerchief, 
he and one of his carriers exchange places. R & R: PFDG 


Bulong Pare (Whisper to the Priest) 


Age: Intermediate Supplies: not any 
Players: unlimited ; two-group- Activity (moderate) : balancing, 
one; lines mounting, running 
Place: gymnasium, playground Appeal: competition, problem 
solving 


The players are divided into two equal groups. They stand in parallel 
lines about ten feet apart, facing each other. Each group selects a captain 
who stands at the head of his line. About 15 feet from the captains, 
another player, the “priest,” takes his position. The captain of Group I 
runs to the “priest” and whispers the name of one of the players of 
Group II and goes back to his place in the line. Then the “priest” com- 
mands, “Approach!” Any one of the players of Group II goes to him. 
If this player happens to be the same one whose name was whispered 
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by the captain of Group I, the “priest” calls out, “Bung”! whereupon 
the player falls to the ground and remains near the “‘priest” as a prisoner. 

If the player is not the one whose name was given, he is privileged to 
advance and in turn whispers to the “priest” the name of one of the 
players of Group I. The game continues until one group loses by all of 
its players becoming “prisoners.” Each member of the losing group ful- 
fills an agreement to carry an opponent upon his back for a short ride. 
R&R:PFGD 


Dakpanay (Tag Game) 


Age: Intermediate Supplies: not any 

Players: unlimited ; group-and- Activity (active) : chasing, dodg- 
one; circle ing, running 

Place: gymnasium, playground Appeal: problem solving, skill 


Several circles of varying size are drawn on the floor. The circles may 
touch each other or they may be scattered far apart. One circle is larger 
than the others and serves as the resting place for the runners. 

One player is selected to be the “chaser” and remains outside the 
circles; the other players are “runners” and must stay within the circles. 
The “runners” may go as a large group from one circle to another or 
they may separate and run in small units, occupying all circles. As the 
“runners” go from one circle to another, the “chaser” tries to tag them. 
He must not run across or step inside any circle. When a “runner” is 
caught he and the “chaser” exchange places. R & R:PFDG 


Piko-Piko or Kutkot Mani 
(Digging Peanuts) 


Age: Primary Supplies: not any 

Players: unlimited; group-and- Activity (moderate) : dodging, 
two; informal running 

Place: gymnasium, playground Appeal: dramatization, skill 


A player, usually a girl, is chosen to be “leader.” She sits off in one 
corner holding up her extended right hand. The other players quickly 
touch her palm and withdraw fingers immediately as they call out, “Piko, 
piko, piko, piko.” The “leader,” pretending not to notice them, suddenly 
snatches the hand of one of the players. The child whose hand is caught 
becomes the “dog.” 

The other players run away from the “leader” andl “dog” and sit down 
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on the ground. As they scratch into the ground as if digging for peanuts 
they call out, “Kutkot mani, kutkot mani.” The “leader” calls back: 

“How do you sell your peanuts?” 

One of the players answers: 

“Twenty centavos for one ganta.” 

The “leader” replies: 

“Too dear; will you sell it for fifteen centavos?” 

The player answers: 

SNO 

“Leader” says: 

“If you do not let me have one ganta for fifteen centavos, I will send 
my dog to chase and bite you.” 

The “dog” then chases the players. The player caught by the “dog” 
is taken to the “leader” and becomes the “dog” in the new game. If the 
“dog” fails to catch anyone he remains the “dog” and a new game is 
started. R & R:PFDG 

This game is similar to the Chinese game “Cow’s Tail.” 


Presohan (Prisoner) 


Age: Intermediate Supplies: can, stones 

Players: 5 to 12; group-and- Activity (moderate): dodging, 
one; line running, throwing 

Place: gymnasium ; playground Appeal: skill 


This game is similar to the Greek game, “Duck on the Rock,” from 
which many games originated. 

Each player is given a large pamato (a stone). One player, the “pris- 
oner,” guards an empty can which is placed seven or nine yards from a 
throwing line. All other players line up on the throwing line and take 
turns throwing at the empty can. If one succeeds in knocking the can 
down, the “prisoner” replaces the can and tries to tag the player who 
must recover his pamato and get back over the throwing line. 

Each player is required to recover his own pamato after each throw. 
When a player is tagged by the “prisoner” while recovering his pamato 
within the throwing line, he becomes the “prisoner” for the new game. 
R&R:PFDG 
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Pusa At Aso (Cat and Dog) 


Age: Intermediate f Supplies: shoes, sticks, or stones 

Players: unlimited; group-and- Activity (moderate) : chasing, 
one; circle dodging, running 

Place: gymnasium ; playground Appeal: skill 


The players are called “cats” and stand outside a large circle line 
which is drawn on the ground. In the center of the circle there are several 
shoes, sticks, or stones which represent “bones.” One player is chosen to 
be the “dog” and sits near the “bones” in order to guard them. The “‘cats” 
tantalize the “dog” and try to steal the “bones” without being caught. 
The “dog” must remain seated, otherwise he may touch the “cats” with 
his hands or his feet. If the “dog” touches a “cat”? the two players 
exchange places. If the “cats” successfully take all the “bones” without 
being caught, the same “dog” starts the new game. R & R:PFDG 


Sambunot (Grab the Husk) 


Age: Intermediate Supplies: coconut husk 

Players: unlimited; two-group; Activity (active) : dodging, 
lines running 

Place: gymnasium ; playground Appeal: competition, skill 


The players are divided into two equal groups. The groups stand on 
goal lines which are parallel and about 15 feet apart. Midway between 
and parallel with the goal lines there is a neutral line. In the center of 
the neutral line there is a hole in which a coconut husk is placed. The 
object of the game is for the players to capture the husk and carry it 
across their goal line. 

At a given signal, the players of both lines rush to the hole and try to 
grab the husk. As soon as a player succeeds in getting the husk, he runs 
toward his goal. His opponents chase him and try to capture the husk; at 
the same time his own men try to protect him. The group that carries 
the husk over the goal line wins the game. 

A variation of this game is to have the players in circle formation. 
The husk is placed in a hole in the center of the circle. The effort is indi- 
vidual; each player tries to capture the husk and carry it outside the 
circle. The first player to do so wins the game. R & R:PFDG 
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PASTIME GAMES 


Bagal or Bao (Coconut Shell Hitting) 


Age: Junior High Supplies: coconut shells 
Players: 4 to 10; two-group; Activity (moderate): bending, 
lines hopping, kicking, throwing 

Place: gymnasium ; playground Appeal : competition, skill 


The players are in two equal groups. The groups stand on lines which 
are parallel and about 12 yards apart. Each player holds a coconut shell. 
The Timi or toss of a coconut shell decides which group is to have the 
first round. 

The game consists of seven rounds which are played as follows: 


Round I. Rolling. The players of Group A, that is the group losing the 
Timbi, arrange their shells on one line. The other players, Group B, 
stand on the opposite line with their shells between their feet and with 
their backs to their opponents. At a given signal, each member of Group 
B, moving backward, kicks and rolls his shell toward the shells belonging 
to Group A. The group wins the round and proceeds with Round II even 
though only one player makes a successful kick. If no one succeeds in 
hitting the shells of Group A, Group B places its shells on their line, and 
Group A plays the first round. Two trials are allowed each player. 


Round II. Kicking. The players hold their shells between their legs 
and stand on the line. At a signal, they hop forward, drop the shell to 
the ground, and kick it toward the shells of Group A. The second trial 
calls for half of the players to hold the shells between their ankles while 
the other members of the group kick them to hit Group A’s shells. Again 
the group wins if only one player successfully hits an opponent’s shell. 
Should the group lose the round, Group A has its turn at kicking. Each 
group is allowed two trials. 


Round III. Hopping. This time the players throw their shells to hit 
the shells belonging to Group A. They quickly follow the throw by hop- 
ping forward to recover the shells that fall upside-down. They may ask 
Group A to space their shells about one yard apart. Then the members 
of Group B hop back to their line and have a second trial. One player may 
win the round for his group if he makes a successful throw. Two trials 
are allowed. 
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Round IV. Bending. The players of Group B stand on the line with 
their backs to the shells of Group A. Group B players bend their body 
backward and throw their shells to hit the opponents’ shells. In this round 
each player, being allowed two trials, must make a successful throw. 
Should a player fail to hit a shell, he may ask a member of his group to 
throw for him. 


Round V. Throwing. The members of Group B face the shells belong- 
ing to Group A. The skill for this round consists in throwing to hit the 
shells of Group A in one trial only. If a player fails, a member of his 
group must try for him, since every shell belonging to Group B must hit 
an opponent’s shell. 


Round VI. Heads-up. Each player throws his head well back, runs a 
certain distance, and throws at the shells of Group A. Again only one 
trial is allowed. 


Each group continues the game from the point where it failed since it 
is not allowed to begin a new round until this one is completed. The 
losing group must pay a forfeit by dancing to the music made by 
the winning group striking their coconut shells together. R & R: PFDG 


Coin Game 
Age: Intermediate Supplies: basin, coins, flour 
Players: 4 to 10; single group; Activity (quiet) : bobbing 
informal Appeal: competition, skill 


Place: schoolroom 


A basin is filled with flour into which are dropped several coins. The 
players, usually very young boys, try to find and pick up the coins 
with their mouths. W:NGM. Vol. XXII 


Luksong-Tinek (Jump Over Thorns) 


Age: Intermediate Supplies: not any 

Players: 6 to 8; two-group; Activity (moderate) : jumping, 
informal running 

Place: gymnasium, playground Appeal: competition, skill 


The players are called “children” and are divided into two equal 
groups. Each group chooses a “mother,” supposedly the best high 
jumper among them. By tossing a shoe or slipper it is decided by the 
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“mothers” which group will be on base, the other group will have the first 
jump. The object of the stunt is for the players to make a clear jump 
over a span of hands placed upright. 

Two members of the group on base sit facing each other and place the 
soles of the right feet together. One by one the members of the opposing 
group jump over the feet. After the last player jumps, one of the seated 
players places one hand above the toes of the two extended right feet. 
The hand is spread into a wide span. All opposing players jump over the 
hand. After the last player jumps another hand is added and so on until 
a span consists of all hands of the groups on base. If the jumpers make 
a clear jump over the extended span of hands, the same group must 
remain on base. If a “child” touches the hands while jumping, he is at 
“fault” and the “mother” will jump for him. Should the “mother” fail, 
the two groups exchange places, and the game starts again. R & R:PFDG 


Pase En Order! (Pass in Order) 


Age: Primary Supplies: not any 
Players: unlimited ; transition ; Activity (moderate) : running 
informal Appeal: dramatization, repetition 


Place: playground 


One player is selected to be the “mother.” The rest of the players 
group around her and listen for her command, “Pass in order.” Instead 
of obeying the “mother,” the players reply, “Steep convent.” The 
“mother” answers this by saying, “All of you rush and bring me leaves 
from the banana tree!” Whereupon the players run to seek the leaves or 
whatever object the “mother” desires. 

The player who returns first with the leaf, presents it to the “mother” 
and remains with her. The game continues until all players have pre- 
sented a gift to the “mother” and remain with her. R & R:PFDG 


Salmon Hunting 


Age: Intermediate Supplies: cans of salmon 
Players: unlimited; group-one- Activity (moderate) : seeking 
two; informal Appeal : problem solving 


Place: gymnasium ; playground 


Cans of salmon are placed on the ground. One or more players are 
blindfolded and hunt for the cans while many others look on. W:NGM. 
Vol. XXII 
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Tawanan (Laughing Game) 


Age: Intermediate Supplies : any object with two dis- 

Players: unlimited ; group-and- tinct sides, such as a coin, post 
one; informal card or slipper 

Place: gymnasium; playground; Activity (quiet) : laughing 
schoolroom Appeal: merriment 


The players sit informally about the room after having selected a two- 
sided object to use in the game. They come to an agreement as to which 
side of the object will serve to start or stop them from laughing. One 
player flips the coin and calls “heads.” If “heads” falls uppermost and if 
that is the signal to laugh, all players laugh as heartily as possible. The 
coin is flipped again. If it falls “tails,” the players must suddenly stop 
laughing, otherwise they continue to laugh. 

The requirements for laughing may be varied by the players having 
agreed that the laughter will last as long as the object is in the air. As 
soon as it falls the laughter must stop. R & R: PFDG 


Seizing the Ball 


POLYNESIA 


The Polynesian, generally a neat, clean, honest and friendly person, 
enjoys very active sports. Surf bathing, diving, and swimming are popu- 
lar pastimes with all ages and both sexes. The boys and men are skillful 
wrestlers and boxers. Foot races, games of throwing the spear, and shoot- 
ing from a sling are indulged in by the men. Football and ball-throwing 
are considered light forms of play. 

Before Christianity was accepted by the people the Polynesian 
regarded archery as a sacred game. As a preliminary to a tournament 


the archers visited the temple and took part in a ritual to invoke the bless- 
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ings of the gods. At the close of the tournament, the bows and arrows 
which were held sacred were carefully wrapped in cloth and given to a 
special attendant. The archers immediately returned to the temple 
where they bathed and changed their garments before they entered into 
the festivities or returned to their homes. 


ATHLETIC GAME 


Seizing the Ball 


Age: Junior High Supplies: playground ball 

Players : unlimited ; two-group ; Activity (active) : catching, 
informal running, throwing 

Place: playground Appeal: competition, skill 


This game is usually played by the girls on the beach. The large ball 
made of the stalks of plantain leaves bound closely together is often 
thrown into the sea, where it is followed with enthusiasm. 

The playing space is from 50 to roo yards long, the boundaries being 
fixed by a stone or some other object on the shore. The players are divided 
into two equal teams. The ball is tossed in the center of the playing space 
and each team tries to catch it and throw it over the boundary mark of 
the other. The ball may be snatched away from an opponent. The game 
is exceedingly rough but very popular among Polynesian girls. OWW. 
Vol. I 


La Candelita 


PUERTO RICO 


The children of the West Indies have little time for organized games. 
However, physical education is a part of the regular school program. 
When school is over, there is usually work to be done in the gardens. The 
evenings are spent sitting outside the house, playing the guitar, listening 
to others play, or joining some of the neighbors in a dance. 


HUNTING GAMES 


Angel and Imp 
(See Cuba.) 
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La Candelita (The Little Candle) 


Age: Primary Supplies: not any 

Players: unlimited ; group-and- Activity (moderate) : running 
one ; circle Appeal: dramatization, problem 

Place: gymnasium ; playground solving, skill 


The players stand in a circle about three feet apart. The one chosen to 
be the “It” is in the center of the circle. He goes to one of the circle 
players, extends his hand and says, “Give me a little candle.” The circle 
player points to another across the circle and says, “There is a candle 
smoking over there.” The “It” goes to the player designated and repeats 
his request. At the same time the first circle player questioned changes 
places with another. The “It” tries to get the place of one of them. If he 
is successful, the odd player becomes the “It” and goes about asking for a 
little candle. PHS 


La Cebollita (The Little Onion) 


Age: Primary Supplies: not any 
Players: unlimited; transition Activity (moderate) : chasing, 
Place: gymnasium ; playground dodging, running 


Appeal: dramatization, skill 


One player is chosen to be the “seller,” another is the “buyer.” These 
players stand in a circle formed by the others who are “onions.” 

The “buyer” begins a conversation with the “seller” by saying, “Sir, 
my mother wants an onion.” The “buyer” answers with, “Where is the 
one you bought last night?” The following dialogue is held: 


Buyer: “The rats ate it, sir.” 
Seller: “Where was your mother?” 
Buyer: “Attending a dance, sir.” 
Seller: “Show me how she danced.” 


The “buyer” executes a comical motion. Then the “seller” tells him to 
select a ripe onion. The “buyer” taps several “onions” on the head, 
smells his hands and finally says, “This is a good one. I will buy it.” 
He then takes the “onion” home to his mother. The conversation is re- 
peated until all “onions” have been bought. The “buyer” then invites 
the “seller” to have supper with him. As the two approach the “onions” 
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they find them all squatting on the ground. The “seller” joins them and 
begins to eat. Suddenly all of the “onions” begin to imitate a dog’s bark 
and chase the “seller” who tries to reach his home before being tagged. 
The “onion” who tags him becomes the new “seller.” Another “buyer” 
is selected and the game starts anew. PHS 


Russian Hole Ball 


RUSSIA 


The traditional play life of the Russian children is unusually poor. 

In recent years the Soviet children and youth have come to know 
physical education and sports as dutiful pastimes. This is due chiefly 
to Stalin’s influence. It was he who discovered the real possibilities of 
physical education for influencing and controlling youth. 

Physical education and sports in the Soviet Union are distinguished 
by two features. The one is that they are co-educational within the 
country and the other is the unique practice of being non-competitive 


outside the country. The Soviets are concentrating upon development 
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from within, yet never losing sight of the vision of spreading Communism 
to the rest of the world. Sports days are social gatherings and not' pro- 
grams of competition. Even in play the Soviet children are told in many 
ways that they must play to develop strong, healthy bodies to combat 
the class struggle and to be prepared for work and defense. Because of 
this teaching, they manifest a definite seriousness in their games that 
goes deeper than the desire for companionship and public acclaim. Their 
attitude is Spartan-like in its intensity. 


HUNTING GAME 


Ting-a-ling 
Age: Intermediate , Supplies : bell, box 
Players: unlimited ; group-and- Activity (active) : chasing, dodg- 
one; square ing, listening, running, passing 
Place: gymnasium ; playground Appeal: dramatization, problem 


solving, rhythm, skill 


This game is adapted from a very old Russian legend, a tale of Moscow, 
often known as the city of bells. 

The players stand on the lines of a large square, all facing the center. 
A small square is in the center of the large one. Straight lines are drawn 
diagonally from corner to corner through the big square. 

One player is chosen to be the “clapper” and takes his place in the 
small square which is called the “steeple.” The “clapper” holds a small 
box or basket in his hands, a box large enough to hold a small bell that 
has been given to one of the line players. A captain is chosen to lead the 
lines. At the signal, he starts walking along the lines of the big square 
or up and down the diagonal lines. The others must follow the path of the 
captain. In the meantime the child with the bell rings it softly and passes 
it to another player as they follow the captain. As they march along each 
player who receives the bell rings it softly and passes it on. The “clapper” 
tries to detect who has the bell by watching closely from the “steeple.” 

He suddenly claps his hands, the children stop quickly, break rank and 
encircle the “clapper” as fast as they can. The player who holds the bell 
drops it into the “clapper’s” box and runs as fast as possible while the 
“clapper” chases him. The chase must be confined to the inside of the 
square. The other children may follow the “clapper.” If a player gets 
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close enough to the “clapper” to grab the bell out of the box, he may do 
so. Then the “clapper” must chase the player who has the bell. The player 
may escape by passing the bell to any other player and again the “clap- 
per” chases the player with the bell. The chase continues until a signal to 
stop is given. The player holding the bell at this time is the “clapper” 
for the next game. F & H:PRW 


PASTIME GAME 


Russian Hole Ball 


Age: Intermediate Supplies: small ball, bean bag or 
Players: 3 to 10; single group; stone 

informal Activity (moderate) : pitching 
Place: playground Appeal: competition, skill 


The players are numbered 1, 2, 3, etc. As many holes as there are 
players are dug in the ground. The holes, in a straight line and three 
feet apart, are large enough to contain the ball. Each hole is numbered 
consecutively beginning with one. The first player toes a line ro feet 
away from the first hole. He pitches the ball for one of the holes. The 
score of the pitch is according to the number of the hole in which the ball 
falls. The next player is also designated by the number. For example, if 
the ball falls in hole four, the first player’s score is four; this player gives 
his place to Number Four who has his turn at pitching for a hole. The 
winner of the game may be determined by the player holding the high- 
est score at the end of a set time limit; or he may be the player who first 
scores 25 to 50. 

This game is adaptable to snow and to the sand of the seashore. 
B:GPHS 
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Charlie Over The Water 


SCOTLAND 


The games played by the children of Scotland bear evidences of the 
proximity of this country to England. The Scotch games differ only in 
name from the English games of similar organization. One outstanding 
characteristic of the activities that are popular with the Scotch children, 
which is not found in all English games, is the suggestion of warfare. 
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HUNTING GAMES 


Charlie Over the Water 


Age: Primary Supplies: yard stick 

Players: unlimited; group-and- Activity (moderate) : jumping, 
one; circle running 

Place: gymnasium; playground Appeal: rhythm, skill 


The players form a circle. Charlie stands in the center, facing two 
players who hold a stick 12 inches above and parallel to the ground to 
represent a bridge. The circle players join hands and skip around, saying 
this rhyme: 

“Charlie over the water, 
Charlie over the sea, 
Charlie catch a blackbird. 
Can’t catch me.” 


As the last line is said, Charlie jumps over the stick and runs to tag the 
circle players before they stoop. If he is successful, the tagged players 
become Charlie, otherwise Charlie must jump back and forth across the 
bridge as the words are repeated. The game goes back to the exile of 
Charles II of England in France. He was urged by the Scots to come 
back “over the water.” CPE. Vol. XI 


Fire on the Mountains 


Age: Intermediate Supplies: chairs 
Players: unlimited ; transition ; Activity (moderate) : running 
circle Appeal: competition, dramatiza- 
Place : gymnasium ; playground ; tion 
schoolroom 


The players are seated in chairs in circle formation. One extra player 
is the leader and sits in the center of the circle to give signals. Another odd 
player stands any place in the circle between the chairs. The leader calls, 
“Fire on the mountain, run, boys, run!” At any time the leader may 
unexpectedly stop repeating the verse and say “chair” or “base.” At this 
signal all circle players change places (running on the outside of the 
circle of chairs) and at the same time try to escape being the odd player. 
The player left without a chair takes another player’s chair to sit outside 
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the game. This makes one less chair. The leader repeats the verse and his 
signal. The object is to remain within the circle the longest. The leader 
repeats the verse until only two are left. The last two players circle the 
last chair and an object a few yards away. The last one in the game is the 
leader for the next game. 

The reference to guns, red coats, and mountain fires suggests historical 
origin. CPE. Vol. XI; B:GPHS 


Smuggling the Geg 


Age: Intermediate Supplies: geg or treasure 
Players : unlimited ; two-group; Activity (active): chasing, dodg- 
informal ing, hiding, running, seeking 

Place: playground Appeal: competition, skill 


The players are divided into two equal teams. One is the “outs” (the 
“smugglers”) and the other the “ins.” A den four feet by six feet is 
marked on the ground for a central or safe place for the “smugglers.” 
The “outs” have the “geg” or treasure and give it to one of their number 
in such a way that his identity is unknown in a group. The “outs” run 
to hide but first give the call, “Smugglers.” The “ins” then begin the 
chase. If the player who has the “geg” returns to the den before being 
caught the “ins” become the “outs” for the next game. When one of the 
“ins” catches an “out” he must take off the “out’s” cap and place the 
palm of his hand on the “‘out’s” head before he may claim his prisoner 
and demand, “Deliver up the geg.” At this point the “out” must cease to 
struggle. The player goes free if he does not have the “geg.” B: GPHS 


PASTIME GAMES 


Stealing Sticks 


Age: Intermediate Supplies : 12 sticks ; 

Players: unlimited ; transition ; Activity (active) : chasing, dodg- 
informal ing, running 

Place: gymnasium; playground Appeal: competition, problem 


solving, skill 


This game is similar to “Prisoner’s Base” both in form and origin 
(see England). The playing area is marked into two equal parts. Six 
sticks are placed in a small goal at the end of each part. The players are 
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divided into two equal groups and take their places, a group in each part 
of the field. The object of each player is to touch the opponents’ goal 
without being tagged and bring one stick at a time to his own goal. No 
player may be tagged if he has secured a stick and is returning. If he is 
tagged while in the opponents’ territory before reaching the goal, he must 
remain a prisoner in the goal until one of his group comes and touches 
him, neither may he be tagged while returning to his territory. A stick 
may not be taken by a player if one of his men is a prisoner. The group 
gaining all the sticks first wins. 

The game is sometimes known as “Scots and English.” CPE. Vol. XI; 
B:GPHS 


Wee Bologna Man 
Age: Primary Supplies: not any 
Players: unlimited; group-and- Activity (quiet) : imitation 
one; informal Appeal: rhythm 
Place: gymnasium ; playground ; 


schoolroom 


“I’m the wee Bologna man. 
Always do the best you can. 
To follow the wee Bologna man.” 


A leader stands in front of the group. As he repeats the above verse he 
imitates the members of a band. He may pantomime playing a fife, drum, 
fiddle, flute, triangle, or imitate the drum major. The wee Bologna man 
may use gestures of any kind. The group follows his movements. 

The activity will depend largely upon the initiative of the leader and 
the enthusiasm that is put into the movements. B:GPHS 
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SOUTH AND CENTRAL AMERICA 


Central America was the first country to use rubber balls in play activ- 
ities. The Spaniards who invaded Mexico were dumb-founded by the 
strangely acting object. One writer who sent a letter back to Spain de- 
clared that the Mexicans played with a ball inflated with some mysterious 
element said to be substance from the sap of a tree. The writer’s reaction 
to the ball was that it seemed to be possessed of the devil, since it 
bounced vigorously upon the least blow from one of the players. 

Today kite flying is even more popular throughout Central and South 


America than it is in the United States. The kite is called El Cometa, 
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or the comet. The sticks are bamboo, arranged in a hexagon, and covered 
with tissue paper. The boys often show their artistic taste by decorating 
their kites with a fringe of tissue paper around the bottom. A musical 
effect is obtained by extending the sticks over the paper at the top and 
stretching strips of hide across them. In a strong breeze this gives a 
sound like an aeolian harp. By loosening or tightening the strings a 
musical chord may be produced. The covering of the kite is sometimes 
painted to represent the face of a man, with the fringe around the sides 
being trimmed to give the appearance of a beard. 

“Hide and Seek,” ‘“Pussy-wants-a-Corner,” “Duck and Drake,” vari- 
eties of tag games, and rope skipping are popular pastimes with the chil- 
dren of these countries. Quoits, tennis, and baseball are beginning to be 
popular outdoor sports. Marbles is a favorite game. The players prefer 
the hard, round nuts from a native tree to the marbles made of clay. 

The indoor games are comparatively few, as the weather is so mild 
that they can play in the patios around which the houses are built. Nev- 
ertheless, handball is played indoors to a great extent. 


ATHLETIC GAME 


Early Ball Game (Ancient) 


Age: Junior High Supplies: playground ball 

Players: unlimited ; two-group ; Activity (active) : kicking, run- 
informal ning, striking 

Place: playground Appeal: competition, skill 


This game suggests a combination of our modern games of basketball 
and football. The playing area was about the size of our football field. 
A very large stone, which served as a goal post, was set up at each end of 
the field. A hole or pocket had been cut in the center of the stone. 

The players were divided into two teams and each team claimed one of 
the goals. The object of the game was for a team to send the ball into its 
own goal. The ball was not thrown or kicked as we play today. It was 
passed or hit with the hip. As a means of protection, the players wore a 
leather pad on the hips. Each goal scored one point. A final score was 
decided upon before the game started. The games often lasted four hours. 
W:PGON 
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PASTIME GAMES 


Bola 
Age: Intermediate Supplies: ball, 3 Indian clubs 
Players: 4 to 10; single group; Activity (moderate) : bowling 
informal Appeal: competition, skill 


Place: gymnasium; playground 


The South Americans do not play “ten pins” with ten pins, but with 
three. The center pin, or “king,” as they term it, counts 12 if itis knocked 
down, and the others, six each. PHS 


Canicas 
Age: Intermediate , Supplies : marbles 
Players: 3; individual; informal Activity (moderate) : shooting 
Place: playground marbles 


Appeal: competition, skill 


Three small holes are dug in the ground about a foot apart. A line is 
drawn to feet from the holes. Each child stands opposite one of the 
holes, which becomes his own. From the line, each player shoots a marble, 
all shooting at the same time. Each one tries to get his marble into a hole 
belonging to some other player. If two marbles hit, they are forfeited 
and put into a pile. The player who gets some other player’s marble in his 
own hole must forfeit one marble to that player. The game continues until 
one player has all of the marbles. PHS 


Gallitos 
Age: Primary Supplies: not any 
Players: unlimited ; transition ; Activity (quiet): conversation 
circle Appeal: competition, rhythm 


Place: gymnasium ; playground 


The players form a circle and sit tailor-fashion on the floor. One 
player sits in the center of the circle. The others cross their hands and 
tuck them under, their arms. At a signal from the center player, all close 
their eyes and sway gently to and fro, repeating all in chorus: 


“Sleep away, sleep away, all the day long. 
That’s why the rooster forgot his old song.” 
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Then the one in the center asks one of the circle players. “Is the bread 
ready?” The player must quickly offer an excuse, such as, “No, the fire 
in the oven went out.” The center player then asks the question to the 
next player, and so on until all have been questioned. If anyone fails to 
give an excuse, he withdraws from the game. Then the one in the center 
repeats the verse with the others accompanying him. At the conclusion 
he jumps up and asks one of the players to show his hands. If the hands 
are warm, he lets the player stay in the game; if they are cold, he is put 
out of the game. The game is started again and continues until only one 
child is left. He is declared the winner. PHS 


Morral (Grab-bag) 


Age: Intermediate Supplies: grab bag 
Players : unlimited ; single group ; Activity (quiet) : conversation 
informal Appeal: chance 


Place: schoolroom 


The Morral, or grab-bag, is filled with gifts, comical or otherwise, 
concealed in packages that are drawn by people present. Sometimes 
mottoes are placed in a bag to be taken out by the players and read for the 
amusement of the company. GML: NCPW 


Palomitas 
Age: Intermediate Supplies: marbles 
Players: unlimited; couple; Activity (quiet) : throwing 
informal Appeal : competition, skill 


Place: playground 


Any number of children may play this game at one time. The players 
are in pairs. Each player is given five or more marbles and stands oppo- 
site his opponent. The one playing first places his heels together and 
points the toes slightly outward. Between his feet his opponent places 
one of his own marbles. Standing straight, the first player then tries to 
hit this marble with one of his own, by throwing or dropping it. If he 
succeeds, he keeps the marble. If he fails, he forfeits one of his own 
marbles. PHS ~ 
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Pilma 
Age: Intermediate Supplies: playground ball 
Players: unlimited; couple; Activity (active): dodging, leap- 
informal ing, throwing 
Place: gymnasium; playground Appeal: competition, skill 


Two players stand 12 feet apart. One of them has a light fiber ball 
which he strikes with his hand. He tries to hit the body of his opponent. 
The opponent tries to avoid the ball by dodging, leaping into the air, or 
falling on the ground. After five attempts, the players change places. The 
one scoring 20 hits first wins. W:PGON 


Prop and the Money 


Age: Intermediate Supplies: coins, stick 
Players: 4 to 8; single group; Activity (moderate) : throwing 
informal Appeal: competition, skill 


Place: playground 


A ring is drawn upon the floor or upon the ground, about a yard in 
diameter, and a section of a bamboo, 12 to 18 inches long, is set up in the 
center, with a penny on the top. The players stand off a certain distance, 
and by throwing pennies endeavor to knock the coin from the top of the 
stick. If it falls within the ring, the player loses and forfeits the penny. 
If it falls without the ring it is his. GML: NCPW 


Pelota 


SPAIN 


The games of the Spanish children reflect the life of the people. The 
young girls and boys often play together. Their games are usually simple, 
gay, and enacted to a song or nursery rhyme. The market game in which 
each child takes the part of a woven basket, a clay jar, or a vegetable is a 
favorite with the young girls. In another game enjoyed by them each 
player takes the part of a bottle of perfume, a comb, or a flower for the 
hair. 

Boys play at soldiers and warfare, but their chief delight is to play 
bullfight. The Anglo-Saxon sports of football and baseball are becoming 
popular with Spanish boys and men. 
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HUNTING GAMES 


Moon and Morning Stars 


Age: Primary Supplies: not any 

Players: unlimited; group-and- Activity (moderate) : chasing, 
one; informal dodging, running 

Place: playground Appeal: dramatization, skill 


One player is the “moon” and must stay within a large shadow, as 
that of a tree or a house. The other players are the “morning stars” and 
stay in the sunshine. The “stars” may go in the shadow but if the “moon” 
tags them, they become the “moon” and the “moon” becomes a “morn- 
ing star.” While the “moon” is in the shadow, she is saying: 


“Oh, moon and morning stars! 
Oh, moon and morning stars! 
Within your shadow, 

Who dares to tread, oh!” 


CPE: Vol. XI; B:GPHS 


Spanish Fly 
Age: Junior High Supplies: not any 
Players: unlimited ; group-and- Activity (active) : leaping, run- 
one; informal ning 
Place: gymnasium ; playground Appeal: competition, skill 


This game is very similar to our leap frog. While jumping the leader 
performs certain feats for the other players to follow. Many different 
stunts may be introduced. The leader may jump over and touch the back 
with one hand and wave a cap in the other, or jump without touching, or 
make a turn while jumping or do as he desires. Any player who fails to 
follow the leader takes the place of the back to be jumped over. CPE. 
Wol: <1; B:GPHS 


Torero 
Age: Intermediate Supplies: cover for head 
Players: unlimited; group-and- Activity (active): chasing, dodg- 
one ; informal ing, running 
Place: gymnasium ; playground Appeal : dramatization 


This game is a playground version of the national sport of Spain, bull- 
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fighting, a practice too cruel to be sanctioned by our American ideals. 
Nevertheless, it is a favorite amusement with the boys of Spain. 

One player is chosen to be the “bull.” A basket-like covering, with a 
pair of bull’s horns fastened to it, is placed on his head. He is then released 
and chased by others. The “bull” does his best to butt the players who 
chase and taunt him. 

Another version of the game is that one of the players has a pair of 
toy banderillas, the sharp barbs which are stuck in the bulls’ hides in a 
real fight, and with these he taunts the mock “bull.” Finally a boy carry- 
ing a wooden sword advances and kills the bull with approved gestures 
which he has learned by watching the real bull fights on holiday occasions. 
B & GB:Vol. VII 


PASTIME GAMES 


Hit the Pot 
Age: Intermediate Supplies: pot, stones 
Players: 4 to 12; single group; Activity (moderate) : throwing 
informal Appeal : competition, skill 


Place: gymnasium ; playground 


This game is popular in England, Spain, Italy, and Germany. It comes 
from a cruel pastime of early days. It was a favorite game in ancient 
times to take a pot with a hole in the bottom and place it over a chicken’s 
head. A blindfolded player then struck at the chicken’s head. Today the 
game is played by placing a pot or a pan over a stick and the blindfolded 
player is allowed three chances to hit the stick. If he misses, he must pay - 
a forfeit in song, dance, or stunt. CPE: Vol. XI 


Pelota 
Age: Junior High Supplies: ball, wicker glove 
Players: 4; two-group; informal Activity (active) : catching, 
Place: gymnasium ; playground running, throwing 


Appeal: competition, skill 

In Spain the game of Pelota is, and probably always will be, the 
most popular sport in spite of the interest in bull-fighting. The frontion, 
a cement court with a wall at one end, is usually found in the villages. 

There are two players on a side. Each player straps a scoop-like wicker 
glove to his right wrist. The object of the game is to keep the ball in the 
air by catching and throwing it with the glove. This requires alertness, 
agility, and unusual speed. P & M:SEA 
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STUNT 


Tintarella 
Age: Primary Supplies: not any 
Players: unlimited ; couple; in- Activity (active) : grasping, 
formal whirling 
Place: gymnasium ; playground Appeal : rhythm, skill 


This is a favorite activity with young Spanish girls. Partners stand toe 
to toe and grasp hands firmly and spin about as long as possible. This is 


the same as Phugadi, a favorite with the children of India. B & GB: 
Vol. II 


Stealing the Bone 


SWEDEN 


The present generation of Sweden manifests the courage of its Viking 
ancestors in the choice of active and vigorous sports and pastimes. Swe- 
dish legends tell us that the old Viking warriors often engaged in tests 
of skill and strength with the bow and arrow and with the javelin and 
sword. Wrestling and jumping were also popular sports. 

Today the Swedes practice curling and football as learned from other 
countries. The national sport is skating, whereas the most popular and 
very useful form of sport is skiing. 


Swedish boys and girls play many games that are similar to those 
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enjoyed by American children. The outstanding characteristic of all the 
Swedish play activities is that there is no evidence of roughness. The 
players enter into the game with the desire to share the fun with others 
and thus gain a great deal of pleasure in a simple and natural way. 


HUNTING GAMES 
Blind Man’s Buff, Number 1 


Age: Intermediate Supplies : can, large handkerchief 

Players: unlimited ; group-and- Activity (moderate) : conversa- 
one; circle tion, guessing 

Place: gymnasium ; playground Appeal : problem solving 


The players sit or stoop in a circle. The blindfolded person stands in 
_ the middle of the ring, holding a cane in his hand. He points toward one 
in the ring. The one chosen must rise and put one end of the cane to his 
mouth as if speaking to the blind man through the telephone. The two 
hold a conversation, and the blind man guesses who is talking to him. 
If he is successful, he changes places with his victim; otherwise he 
returns to the center of the ring and continues as before. L: PML 


Blind Man’s Buff, Number 2 


Age: Intermediate Supplies : large handkerchief 
Players: unlimited ; group-and- Activity (moderate) : walking 
one; circle Appeal : problem solving 


Place: gymnasium ; playground 


The players sit on chairs in a circle. The person who has been blind- 
folded walks around and around and finally sits in the lap of one of the 
players. If he guesses the player’s name correctly, that player is blind- 
folded. If he fails, no words are spoken, and the player whose lap he is 
sitting on spanks him and sends him on. L: PML 


Lend, Lend, Fire 


Age: Intermediate Supplies : cane 

Players: unlimited ; group-and- Activity (moderate) : chasing, 
one; circle dodging, running 

Place: gymnasium ; playground Appeal: competition, skill 


All the players except one sit on chairs in a circle. The one who is 
standing in the center of the ring walks up to one of the circle players, 
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taps on the ground with a cane and says: “Lana, lana, eld” (Lend, lend, 
fire). The player replies: “Ga till nastra gannen” (Go to the next neigh- 
bor), whereupon the one standing passes to the next player. The game 
continues in this manner and at the same time the players are exchang- 
ing chairs with one another. The questioner must be on the alert to get 
into a vacant chair. The player deprived of the chair must take the cane 
and go in search of fire. L: PML 


Schlag Tag 
Age: Primary Supplies: not any 
Players: unlimited ; group-and- Activity (moderate) : chasing, 
one; circle dodging, running 
Place: gymnasium ; playground Appeal: competition, skill 


The players form a circle with the “It” on the outside. He walks around 
the circle and finally stops before one player. If the “It” is a girl, she 
curtsies: if a boy, he bows, and then runs around the circle, while the 
circle player chases him. The object is for the “It” to try to return to the 
other’s place in the ring before being tagged. If tagged, he is the “It” 
again; otherwise the other player becomes the “It.” CPE. Vol. XI 


Stealing the Bone 


Age: Primary i Supplies : small object for a bone 

Players: unlimited ; group-and- Activity (moderate) : chasing, 
one; circle ; dodging, running 

Place: gymnasium ; playground Appeal: competition, skill 


The “It” or Doggie Doan sits with his eyes closed in the center of the 
circle of players. The “bone” is placed behind Doggie Doan. The players 
skip in a circle as they say, 


“You'd better watch the bone, 
Doggie Doan, Doggie Doan, 
Pll take it for my own, for my own 
When I’ve snatched it and away I’ve gone.” 


The player nearest the “bone” when the word “own” is sung, snatches 
it and runs. Doggie Doan immediately chases this player. If the player 
with the “bone” returns to her place without being tagged, the same 
player is Doggie Doan for the next game. If the runner is tagged, she is 
Doggie Doan for the next game. CPE:Vol. XI 
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Widower’s Game 


Age: Intermediate Supplies: not any 
Players: unlimited; group-and- Activity (moderate) : chasing, 
one; file dodging, running 
Place: gymnasium; playground Appeal: competition, dramatiza- 
tion, skill 


The players stand in pairs, a boy and a girl, one pair behind the other. 
An odd player representing the “widower” stands in front with his back 
to the rest. He calls, “The widower’s game, last pair out!” The last pair 
then separates and runs forward in a large circle. The “widower” runs 
forward at the same time and tries to catch the girl. Since he is not 
allowed to look back he does not always know from which side the girl is 
running, for sometimes the boy and girl exchange places. In this way, 
the “widower” often contacts the boy instead of the girl. If he succeeds in 
catching the girl, the other boy is the “widower”; if he fails, he must 
try again. The pair that has just run joins the front ranks. 

It is thought that this game is an outgrowth of old methods of marriage 
by capture. L:PML 


VY) A fees 
le TAT ican 
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4 


SYRIA 


The young girls of Syria have few games. They spend their time 
about the house, helping their mothers bake, clean and grind corn, 
gather wood, and care for the smaller children. The boys of this country 
participate in games of tag and shinny. A favorite activity with them is 
to display their skill in throwing with slings. The slings, made of goat- 
hair, are part of a shepherd boy’s equipment in guarding his flock. 

A unique pastime with both boys and girls is to play at funerals and 
marriages. It is not unusual to witness a “play-like” marriage procession 


march or dance through the village to the accompaniment of singing, 
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shouting, drums, and pipes. Should the procession represent a funeral, 


there is shrieking, wailing, beating of breasts, and pretense of tearing 
the clothes. 


ATHLETIC GAME 


Hockey 
Age: Intermediate Supplies: curved stick, rag ball 
Players: 6-12; group-and-one ; Activity (moderate) : running, 
informal striking 
Place: playground _ Appeal: competition, skill 


Each player is equipped with a curved stick. A hole, called the 
“mother,” is made in the center of the field. One boy is selected to guard 


it with his stick. The others try to drive a ball made of rags into the hole. 
B & GB: Vol. VII 


HUNTING GAMES 


Hop Tag 
Age: Intermediate Supplies: not any 
Players : unlimited ; group-and- Activity (moderate) : chasing, 
one; informal dodging, hopping 
Place: gymnasium ; playground Appeal : skill 


The one called “Tt” must hop to tag the others, who are privileged to 
run. H:CPML 


Motion Tag 
Age: Intermediate Supplies: not any 
Players: unlimited ; group-and- Activity (quiet) : imitation 
one; circle Appeal : competition 


Place: gymnasium ; playground 


All sit in a circle on the floor. One chosen to be the “It” makes some 
motion, such as taking hold of the ear of the girl next to her. Each in the 
circle must follow this motion. If anyone laughs or speaks, she is elim- 
inated from the game. The last one to laugh starts the next game. 
H:CPML 
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Robbers 
Age: Intermediate Supplies: not any 
Players: unlimited; two-group ; Activity (active) : chasing, dodg- 
informal ing, running 
Place: gymnasium ; playground Appeal: competition, dramatiza- 


tion 


This game arises out of the practice of Bedouin robbers attacking 
peaceful travelers. 

The “travelers,” a group of boys, pretend to lead a “donkey” from the 
village pastures; as they advance, a band of yelling “robbers” swoop 
upon them from under cover and a sham battle is waged. B & GB: 
Vol. VII 


How Do You Like Your Neighbor? 


TURKEY 


Many traditional games that are universally popular with children 
are known to the Turkish boy and girl. “Follow the Leader,” “Hot Hand” 
or “Tag,” “Prisoners’ Base,” “Leap Frog,” “Swat Tag,” and “Blind 
Man’s Buff” are among the active games enjoyed by the children. 

Wrestling and dancing contests are considered the two national sports 
of Turkey. Before entering the ring the wrestlers cover their bodies with 
olive oil. Of course this prevents the use of any particular technique but 
provides much amusement to the spectators who witness the “catch-as- 
catch-can” method of wrestling. Some of the amusements of the men 
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and boys in Turkey suggest the cruelty often noted in the pastimes of 
Spain. Cock and drake fighting are favorite winter activities. At one 
time the government sponsored once each winter a camel-fighting tourna- 
ment. The financial returns from this event were used to purchase ships 
for the navy. Care was taken to prevent the animals from killing each 
other. Two camels entered the ring, their mouths having been strapped 
together, and rushed at each other butting heads, neck, and feet. The 
contest ended when one camel admitted defeat by running away. 


HUNTING GAMES 


Banosha Bendeshesha 


Age: Intermediate Supplies: not any 
Players: unlimited ; two-group Activity (moderate) : chasing, 
Place: gymnasium ; playground pushing 
Appeal: competition, dramatiza- 
tion 


The players are divided into two equal lines about 30, feet apart and 
facing each other. The members of each line join hands. One side calls, 
“Bansha.” The other calls, “Bendeshesha.” The first, “Bildim sizdar 
kim dosha,” (“Whom will you take”). The second, “Katherune dosha,” 
(Katherine is wanted). Any name may be called. At that Katherine runs 
and tries to break through the arms of the opposing line. If she breaks 
through, she and another player of her group must join the opposing 
line. The game is continued until all on one line have been taken. The 
player whose name is called should want to gain admission to the oppo- 
Site side. H:CPML 

This game is similar in formation and skill to “Forcing the City Gates” 
played by Chinese children but is exactly the opposite in object. 


How Do You Like Your Neighbor? 


Age: Intermediate Supplies : not any 

Players: unlimited ; group-and- Activity (moderate) : running 
one; circle i Appeal: competition, dramatiza- 

Place: gymnasium ; playground tion 


One player stands in the center of a circle formed by the other players 
who sit a few inches apart. The center player asks one of the seated 
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players, “How do you like your neighbor?” The answer may be, “Not at 
all,” or “Fine.” If she says the former, the seated player immediately 
signals another in the circle to change places with him. The center one 
tries to get one of the vacant places. The odd player becomes the center 
one. This game was played in Constantinople as far back as the early 


seventeenth Century, 1649. It is also played in the Balkan states today. 
CPE. Vol: XI 


Kaddir (Mule) 


Age: Intermediate (boys) Supplies : peg, rope, strip of cloth, 
Players: unlimited; group-and- a stocking or towel 

one; informal Activity (active) : dodging, 
Place: playground grasping, striking 


Appeal: repetition, skill 


This game is similar to the American “Swat Tag” and the African 
game known as “Tied Monkey.” 

A rope about five yards long is tied to a stick which is driven in the 
ground. “‘Swats” of towel, stocking, or old cloth are placed around the 
stick. One player, chosen to be the “It,” grasps the end of the rope, 
and the action is started when the other players rush in and grab a 
“swat” and immediately use it to strike at the player holding the rope. 
The “It” tries to tag or kick the opponents. If he is successful he changes 
places with the player who is tagged and the game is started anew. B:BT 


STUNTS 


Ousum Eshek (Long Donkey) 


Age: Junior High (boys) Supplies: not any 
Players: 10 to 20; two-group; Activity (active) : mounting 
informal Appeal: competition, skill 


Place: gymnasium ; playground 


The players divide into two equal groups. The leader of one team 
stands with his back against the wall. His team mates begin to form the 
“long donkey” in this manner; one player bends over and places his 
head against the stomach of the leader, another player puts his head 
against the rear of the first, a third player puts his head against the rear 
of the second and so on until all members of the team have helped form 
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the donkey. The opponents are riders and start the game by jumping on 
the back of the long donkey. The leader of the riders mounts near the 
head which is represented by the leader of the donkey team. When all 
riders are mounted their leader must audibly count to 30 before taking a 
breath. If he or a member of his team falls from the donkey before the 
count is completed, the two teams change places. B: BT 


The Oil in the Church Has Given Out 


Age: Intermediate Supplies: not any 

Players: 8 to 12; group-and-one; Activity (moderate) : pushing 
informal Appeal: competition, dramatiza- 

Place: gymnasium ; playground tion 


One child stands in front of a stone wall while perhaps ro others stand 
in front of him and press him against the wall to get a little oil. As soon 
as he shouts for breath they stop and another is pressed. H: CPML 
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Africa, 35; Athletic Games, 36; Hunting 
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Stunts, 43 

Alaska, 45; Athletic Games, 46; Con- 
tests, 47; Hunting Games, 48; Pastime 
Games, 49; Stunts, 50 

Armenia, 52; Athletic Game, 53; Hunt- 
ing Games, 53 

Belgium, 55; Hunting Game, 56 

Borneo, 57; Pastime Game, 58; Stunt, 58 

Burma, 59; Contest, 60; Hunting Games, 
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China, 62; Athletic Games, 63; Hunting 
Games, 64; Pastime Games, 743 
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Cuba, 84; Hunting Games, 84 

Denmark, 86; Athletic Game, 87; Hunt- 
ting Games, 88 
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ing Games, 94; Pastime Games, 102; 


Relays, 104; Stunts, 106 

France, 107; Hunting Games, 108 
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Greece, 114; Athletic Games, 115; Con- 
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time Games, 124 
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Pastime Games, 173; Relays, TSI 
Stunt, 183 

Norway, 184; Hunting Game, 185 

Palestine, 186; Athletic Game, 187; 
Hunting Games, 187 

Persia, 189; Hunting Games, 190; Pas- 
time Game, 192; Stunt, 193 

Philippine Islands, 194; Athletic Game, 
195; Contests, 196; Hunting Games, 
196; Pastime Games, 201 

Polynesia, 205; Athletic Game, 206 

Puerto Rico, 207; Hunting Games, 207 

Russia, 210; Hunting Game, 211; Pas- 
time Game, 212 

Scotland, 213; Hunting Games, ZTA 
Pastime Games, 215 

South America, 217; Athletic Game, 
218; Pastime Games, 219 

Spain, 222; Hunting Games, 223; Pas- 
time Games, 224; Stunt, 225 

Sweden, 226; Hunting Games, 227 

Syria, 230; Athletic Game, 231; Hunting 


Stunt, 138 Games, 231 A 
Ireland, 139; Hunting Game, 140; Pas- Turkey, 233;: Hunting Games, 234; 
time Game, 141 Stunts, 235 
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African London Bridge, 37 l 
Angel and Imp, Cuba, 84; Puerto Rico, 
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Angel and the Devil, 162 
Animals, 94 
Ankh Michauli, 133 
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Big Bear and Little Bear, 64 

Blind Man-bee, 134 

Blind Man’s Buff, 118 

Buying a Lock, 80 

Call the Chickens Home, 64 

Cat and Mouse, 64 

Catching Fishes in the Dark, 65 

Catching the Snake’s Tail, 68 

Charlie Over the River, 214 

Chicken Market, 144 

Chili Chelone, 119 

Daya Aura Bachcha, 133 

Digging Peanuts, 198 

Dog and Hare, 89 

Dove and Hawk, 71 

Eating Fish’s Tail, 68 

Eyes Held, 133 

Fruit Sale, 70 

Gallitos, 219 

Grass Blade, China, 76; Japan, 151; 
Korea, 158 

Guessing Game No. 2, 173 

Harbors of Truth, 148 

Hen and Wild Cat, 38 

Hide and Seek, 191 

Hunting the Ring, 158 
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Kage-bohi-onigo, 149 
Kutkot-Mani, 198 

La Candelita, 208 

La Cebollita, 208 

Let Out the Doves, 71 
Little Candle, The, 208 
Little Onion, The, 208 
Moon and Morning Stars, 223 
Moon and Stars, 164 
Nurse and Child, 133 
Pase En Order, 203 
Pass In Order, 203 
Phugadi, 138 

Piko Piko, 198 
Primitive Game, 40 
Robin’s Alive, 91 

Sale of Honey Pots, 100 
Satsuma Ken, 149 
Schlag Tag, 228 
Shadow Tag, 149 
Stealing the Bone, 228 
Tintarella, 225 
Tjon-Mak-Teki-Ki, 159 
Water and Flowers, 73 
Wee Bologna Man, 216 
Wolf and Lamb, 145 


Games for Intermediate Grades 


A Counting-Out Game, 151 

Agawong Sulok, 196 

Alpine Tag, 110 

Arrema, 163 

Ashog, 192 

Atya Patya, 134 

Bag Race, 128 

Ball and Bat Game, 132 

Ball and Darts Game, 174 

Ball Game, 167 

Ball Kick Game, 167 

Banosha Bendeshesha, 234 

Barley, Break, 111 

Bas, 173 

Baste the Bear, Denmark, 88, Germany, 
112 

Bathing Game, 38 

Bato Pano, 197 

Bead Guessing Game, 172 

Big Lantern Game, 150 

Bimbo, 143 

Blarney Stone, 140 

Blind Man’s Buff, Africa, 38; Sweden, 
No. 1, 227; Sweden, No. 2, 227 

Blow the Horn, 108 


Bola, 219 

Borkem Topa, 190 
Bounce the Ball, 156 
Brazen Fly, 118 
Bulong Pare, 197 
Calabash, 43 
Canicas, 219 

Cat and Dog, 200 
Centipede, 118 
Chinese Chicken, 75 
Chinese Wall, 64 
Chinnabeer, 190 
Chivas, 164 
Chytrinda, 119 
Circle Thread the Needle, 106 
Clam Shell Combat, 158 
Coin Game, 202 
Come On, 48 

Cow’s Eye, 66 
Cow’s Tail, 66 

Crab Race, 153 
Crown the King, 112 
Dakpanay, 198 
Deeb, 187 ` 


. Dempig, 53 
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Dima, 190 

Dodge Ball, 169 

Dodger Tag, 95 

Duck on a Rock, 120 

Easter Game, 113 

Egg Game, 141 

Eskimo Football, 46 

Exchange, 108 

Exchange Race, 104 

Fiber Game, 58 

Fielding Race, 105 

Filberta, 145 

Fire on the Mountains, 214 

Fish Game, 89 

Fishing by Hand, 68 

Flower Match, China, 75; Japan, TS te 
Korea, 157 

Flower Pot, 80 

Follow Chase, 144 

Forcing the City Gates, 68 

Fox and Geese, 69 

Foxes and Cabbages, 69 

Frog Dance, 60 

Galahdham, 137 

Gegoudge, 49 

German Egg Game, 113 

Glass Blower, 193 

Get a Corner, 196 

Going to Jerusalem, 112 

Going to Town, 81 

Goodoo-Goodoo, 134 

Grab-bag, 220 

Grab the Husk, 200 

Grandmother Steps with Pat Bouncing, 
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Grass Blade, China, 76; Japan, 151; 
Korea, 158 
Greek Ball Game, 116 
Guard the Blind, 90 
Guessing Game, 49 
Guessing Game No. 1, 173 
Guli Danda, 132 
Ha-do-do, 135 
Ha-Goo, 48 
Hana, Hana, Hana, Kuchi, 151 
Handball, 36 
Hands and Feet Race, 47 
Hand Tag, 145 
Hathamoune, 174 
Hawk Catching the Young Chicks, 70 
Hen and Chickens, 96 
Hit the Pot, 224 
Hockey, China, 63; Syria, 231 
Honor, 76 
Hoop Game, 102 
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Hop Tag, 231 

Hope Tribe Game, 179 

How do You Like Your Neighbor?, 234 

Hunt the Fox, 96 

Hunt the Slipper, 121 

I Have Bound You, 39 

Ichapsil Eckumpi, 174 

Iddi, 183 

Indian Wrestling, 183 

Inzema, 41 

Jan-Kem-Po, 151 

Japanese Tag, 149 

Jingling Match, 96 

Journey to Heaven, 137 

Jump Over Thorns, 202 

Jumping Bars, 58 

Jumping Forward Race, 48 

Jumping Fox, 63 

Kabaddi, 135 

Kaddir, 235 

Khokad, 136 

Khuurak, 188 

Kick the Marbles, 76 

Kick the Shoes, 77 

Kicking the Stick, 183 

King’s Rebels, 96 

Kittuppullu, 133 

Knocking the Stick, 77 

Konkonchiki, 152 

Kon-rim-tja, 158 

Kuku-Kuku, ror 

Ladder Jump, 105 

Laughing Game, 204 

Lend, Lend, Fire, 227 

Loo K’Bah Zee, 60 

Lucky Leaf, 143 

Luksong Tinek, 202 

Making the Wood Jump, 174 

Marbles, 192 

Mealie Game, 39 

Meat or Vegetables, 77 

Mek Kong, 159 

Monas De Estrano, 163 

Morral, 220 

Motion Tag, 231 

Mule, 235 

Musk-Oxen, 48 

My Lady’s Toilet, England, 97; France, 

107 

Noo-Gloo-Took, 49 

Nose, Nose, Nose, Mouth, 151 

Nsikwa, 42 

Ocean Is Stormy, The, 89 

Oil in the Church Has Given Out, The, 
236 
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Olympic, 117 Slaengenkompas, 185 
One-Legged Race, 154 Slipper Slap, 91 
Oomingmuk, 48 Smugglers, 101 

Over the Hill Shinny, 46 Smuggling the Geg, 215 
Owl and Wolf, 40 Snow Dart, 176 

Oyster Shell, 122 Spearing the Disk, 42 
Painting Sand-Pictures, 146 Spinning Tops, 51 
Palomitas, 220 Statue, 149 

Pebble Chase, 122 Stealing Sticks, 215 

Pebble Game, 124 Stone Game, 43 

Pell Mell, 98 Stone Throwing Game, 179 
Persian Leap Frog, 190 Straddle the Pole Catch, 60 
Pilma, 22i Surprise Ball, 117 

Pin and Stick Game, 49 Tag Game, 198 

Pinata, 164 Taia-ya-taia, 41 

Pitch Brickbats, 78 Tap the Line, 56 
Policemen and Pirate, 85 Tawanan, 204 

Presohan, 199 Thlinget Tribe Game, 49 
Prisoner, 40 Throw Cash, 79 

Prisoner’s Base, 98 Throw the Handkerchief, 197 
Prop and the Money, 221 Tied Monkey, 41 
Protecting Eggs, 71 Tiger Trap, 72 

Pusa at Aso, 200 Tiggy Touchwood, 102 
Qakela, 40 Ting-a-ling, 211 

Qua, Quallis, 175 Tip Cat, 94 

Quoits, 173 Torero, 223 

Red Rover, 99 Tree Toad, 123 

Reindeer Hunt, 50 Trencher, 102 

Relievo, 100 Triangle Ball, 124 

Riding the Bicycle, 83 Turning the Mill, 82 

Ring and Pin Game, 175 Tutush, 53 

Robbers, 232 Vende, Vende Candela, 196 
Robbers and Soldiers, 90 Verlos, 129 

Rolling Down the Hill, 50 Warship Race, 155 

Rolling Target, 176 Water Sprite, 72 

Round Game, 42 Wela, 179 

Russian Hole Ball, 212 Whipping Tops, 180 
Salmon Hunting, 203 Whirling Circles, 183 
Sambunot, 200 Whisper to the Priest, 197 
Sand-bag Ball, 47 Widower’s Game, 24, 229 
Schoenophilinda, 123 Windmill, 128 

Scitter Scatter, 185 Witti Danda, 132 

Seek for Gold, 79 Wolf, China, 74; Japan, 149; Palestine, 
Select Fruit, 72 187 

Shinny, 47 Wolf and Lamb, 145 

Sick Man, 165 Zum Zum, 61 


Skin the Snake, 82 


Games for Junior High School 


Alam, 187 Bamboo Pole Race, 153 
Archery, 137 Bao, 201 
Archery Game, 180 Battledore and Shuttlecock, 175 


Bagal, 201 Blow the Horn, 108 


Bouncing Ball, 74 

Bowling the Maika Stone, 126 
California Relay, 181 
California Relay Football, 181 
Clown Game, 182 

Coconut Shell Hitting, 201 
Cup Game, 150 

Danish Rounders, 87 
Defending the Pass, 120 
Disco, 102 

Dodge Ball for Three, 93 
Dog Collar, 110 

Donkey Game, 53 

Duda Tara, 132 

Early Ball Game, 218 
Ephebike and Epikoinos, 115 
Epkidrisnos, 115 
Esh-Khaghoog, 53 

Fielding Race, 105 

Fist Ball, 131 

Five and Ten, 103 

Football, 195 

Gend Ko Nukka Narna, 131 
Greased Pole Contest, 196 
Gul Tara, 132 
Ha-Taik-Kyen-Ha-Ni, 159 
Hal Hai Jas, 174 

Horse, Africa, 44; Japan, 148 
House Cleaning Relay, 154 
Human Skittles, 93 

Jump the Stick, 44 

Jumping, 53 

Kapati, 135 

Kauri Karel Wail, 136 
Kinxe, 169 

Kumi, 152 

Kwai-Indao, 175 

Long Donkey, 235 

Loop Touch, 105 
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Man Wheel, 82 

Melon Dance, 36 

Mount Ball, 116 
Mounting Mollaks, 192 
Nobleman’s Play, 160 
Nyang-Pan-No-Rum, 160 
Onumla, 175 

Otadama, 153 

Ousum Eshek, 235 
Palo-Sebo, 196 

Pelota, 224 

Piggy Back Race, 154 
Ring and Arrow Game, 179 
Saddlebags, 170 

Seashore Football, 171 
Seizing the Ball, 206 
Shinny (circle), 177 
Shinny (wood), 177 
Shuttlecock, 79 

Shuttle Feather, 104 
Skaperda, 117 

Skin the Snake, 82 

Slaves, 192 

Snow Snake, 178 

Spanish Fly, 223 

Spoon Ball Carry Relay, 155 
Steering in Two’s, 106 
Stool Ball, ror 

Striking the Stick, 63 
Tack-Whang! Tack-Whang!, 50 
Tandem Tag, 93 

Throwing to the Stars, 132 
Tokoinawas, 179 

Toss Ball, 172 
Tsatgerdan, 53 

Turn Around Game, 174 
Weaving Relay, 155 
Wrestling Match, 196 
Zune, 180 


DEGREE OF ACTIVITY 


African London Bridge, 37 
Alpine Tag, 110 

Archery, 137 

Atya Patya, 134 

Bag Race, 128 

Ball Game, 167 

Ball Kick Game, 167 

Ball Play, 168 

Barley Break, 111 


Active Games 


Baste the Bear, Denmark, 88; Germany, 
112 

Bathing Game, 38 

Bato Pano, 197 

Big Bear and Little Bear, 64 

Blackthorn, 92 

Blarney Stone, 140 

Blind Man’s Buff, Africa, 38; Greece, 
118 


248 Index 


Blow the Horn, 108 Human Skittles, 93 
Bounce the Ball, 156 Hunt the Fox, 96 
Bouncing Ball, 74 Japanese Tag, 149 
Brazen Fly, 118 Jingling Match, 96 
Calabash, 43 Jump the Stick, 44 
California Relay Football, 181 Jumping, 53 

Call the Chickens Home, 64 Jumping Bars, 58 

Cat after Mouse, 92 Jumping Forward Race, 48 
Cat and Mouse, 64 Kaddir, 235 

Catching the Snake’s Tail, 68 Kage-bohi-onigo, 149 
Chili Chelone, 119 Khuurak, 188 

Chinese Wall, 65 Kick the Shoes, 77 
Chytrinda, 119 Kinxe, 169 

Circle Thread the Needle, 106 Knocking the Stick, 77 
Clown Game, 182 Long Donkey, 235 

Crab Race, 153 Loo K’ Bah Zee, 60 
Crown the King, 112 Loop Touch, 105 
Dakpanay, 198 Man Wheel, 82 

Danish Rounders, 87 Meat or Vegetables, 77 
Deeb, 187 Mount Ball, 116 
Defending the Pass, 120 Mule, 235 

Dima, 190 Musk Oxen, 48 

Disco, 102 My Lady’s Toilet, England, 97; France, 
Dodge Ball for Three, 93 107 

Dog and Hare, 89 Nyang-Pan-No-Rum, 160 
Dog Collar, 110 Olympic, 117 

Donkey Game, 53 One-Legged Race, 154 
Duda Tara, 132 Oomingmuk, 48 

Early Ball Game, 218 Ousum Eshek, 235 
Eating Fish’s Tail, 68 Over the Hill Shinny, 46 
Ephebike and Epikoinos, 115 Owl and Wolf, 40 
Esh-Khaghoog, 53 Oyster Shell, 122 
Eskimo Football, 46 Palo Sebo, 196 

Fielding Race, 105 Pelota, 224 

Fishing by Hand, 68 Persian Leap Frog, 190 
Football, 195 Phugadi, 138 

Fox and Geese, 69 Piggy Back Race, 154 
Foxes and Cabbages, 69 Pilma, 221 

Frog Dance, 60 Pitch Brickbats, 7 

Going to Town, 81 Policemen and Pirates, 85 
Grab the Husk, 200 Primitive Game, 40 
Greased Pole Contest, 196 Prisoner’s Base, 98 

Greek Ball Game, 116 Protecting Eggs, 71 
Guard the Blind, 90 Red Rover, 99 

Gules Taras 132 Reindeer Hunt, 50 
Ha-Taik-Kyen-Ha-Ki, 159 Relievo, 100 

Hand Tag, 145 Riding the Bicycle, 83 
Handball, 36 Robbers, 232 

Hands and Feet Race, 47 Robbers and Soldiers, 90 
Hawk Catching Young Chickens, 70 Rolling Down the Hill, 50 
Hen and Chickens, 96 Saddlebags, 170 

Hen and Wild Cat, 38 Sambunot, 200 

Hopi Tribe Game, 179 Sand-bag Ball, 47 
Horse, Africa, 44; Japan, 148 Scitter Scatter; 185 


House Cleaning Relay, 154 Seashore Football, 171 
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Seizing the Ball, 206 
Shadow Tag, 149 
Shinny (Alaska), 47 
Shuttlecock, 79 

Shuttle Feather, 104 
Skaperda, 117 

Skin the Snake, 82 
Slaengenkompas, 185 
Smugglers, 101r 
Smuggling the Geg, 215 
Spanish Fly, 223 
Spinning Tops, 51 
Stealing Sticks, 215 
Steering in Two’s, 106 
Stool Ball, ror 
Straddle the Pole Catch, 60 
Surprise Ball, 117 

Tag Game, 198 
Taia-ya-taia, 41 
Tandem Tag, 93 
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Thlinget Tribe Game, 49 
Throw the Handkerchief, 197 
Throwing to the Stars, 132 
Tied Monkey, 41 

Tiggy Touchwood, 102 
Ting-a-ling, 211 

Tintarella, 225 

Tip Cat, 94 

Torero, 223 

Toss Ball, 172 

Tree Toad, 123 

Tsatgerdan, 53 

Turning the Mill, 82 
Warship Race, 155 

Wela, 179 

Whirling Circles, 183 

Wolf, China, 74; Japan, 149; Palestine, 


187 
Wolf and Lamb, 145 
Wrestling Match, 196 


Moderate Games 


Agawong Suok, 196 

Alam, 187 

Angel and Imp, Cuba, 84; Puerto Rico, 
207 

Angel and the Devil, 162 

Animals, 94 

Archery Game, 180 

Arrema, 163 

Ashog, 192 

Bagal, 201 

Ball and Bat Game, 132 

Ball and Darts Game, 174 

Bamboo Pole Race, 153 

Banosha Bendeshesha, 234 

Bao, 201 

Bas, 173 

Battledore and Shuttlecock, 175 

Bead Guessing Game, 172 

Bimbo, 143 

Blind Man-bee, 134 

Blind Man’s Buff No. 1, 227 

Blind Man’s Buff No. 2, 227 

Bola, 219 

Borkem Toka, 190 

Bowling the Maika Stone, 126 

Bulong Pare, 197 

Buying A Lock, 80 

California Relay, 181 

Canicas, 219 

Cat and Dog, The, 200 

Catching Fishes in the Dark, 65 

Centipede, 118 


Charlie Over the Water, 214 
Chicken Market, 144 
Chinese Chicken, 75 
Chinnabeer, 190 

Chivas, 164 

Clam Shell Combat, 158 
Coconut Shell Hitting, 201 
Come On, 48 

Cow’s Tail, 66 

Dempig, 53 

Digging Peanuts, 198 
Dodge Ball, 169 

Dodger Tag, 95 

Dove and Hawk, 71 
Duck on a Rock, 120 
Easter Game, 113 
Epkedrisnos, 115 
Exchange, 108 

Exchange Race, 104 

Fiber Game, 58 

Fire on the Mountains, 214 
Fish Game, 89 

Fist Ball, 131 

Five and Ten, 103 
Flower Pot, 80 

Follow Chase, 144 
Forcing the City Gates, 68 
Fruit Sale, 70 

Gegoudge, 49 

Gend Ko Nukka Marna, 131 
German Egg Game, 113 
Get a Corner, 196 
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Glass Blower, 193 

Going to Jerusalem, 112 
Goodoo-Goodoo, 134 

Grandmother Steps With Pat Bouncing, 


95 
Guli Danda, 132 
Ha-do-do, 135 
Ha-Goo, 48 
Hal Hai Jas, 174 
Harbors of Truth, 148 
Hathamoune, 174 
Hide and Seek, 191 
Hit the Pot, 224 
Hockey, China, 63; Syria, 231 
Honor, 76 
Hoop Game, 102 
Hop Tag, 231 
How Do You Like Your Neighbor?, 234 
Hunt the Slipper, 121 
I Have Bound You, 39 
Ichapsil Eckumpi, 174 
Iddi, 183 
Indian Wrestling, 183 
Inzema, 41 
Jump Over Thorns, 202 
Jumping Fox, 63 
Kabaddi, 135 
Kapati, 135 
Kauri Karel Wail, 136 
Khokad, 136 
Kick the Marbles, 76 
Kicking the Marbles, 76 
Kicking the Stick, 183 
King’s Rebels, 96 
Kittuppullu, 133 
Kuku Kuku, 191 
Kutkot Mani, 198 
La Candelita, 208 
La Cebollita, 208 
Ladder Jump, 105 
Lend, Lend, Fire, 227 
Let out the Doves, 71 
Little Candle, The, 208 
Little Onion, The, 208 
Lucky Leaf, 143 
Luksong-Tinek, 202 
Making the Wood Jump, 174 
Marbles, 192 
Melon Dance, 36 
Monas De Estrano, 163 
Moon and Morning Stars, 223 
Moon and Stars, 164 
Mounting Mollaks, 192 
Noo-Gloo-Took, 49 
Nsikwa, 42 
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Ocean is Stormy, The, 89 
Oil in the Church Has Given Out, The, 236 
Onumla, 175 

Otadama, 153 

Pase En Order, 203 

Pass In Order, 203 

Pebble Chase, 122 

Pell Mell, 98 

Piko Piko, 198 

Pin and Stick Game, 49 
Pinata, 164 

Presohan, 199 

Prisoner, 199 

Prop and the Money, 221 
Pusa at Aso, 200 

Qua’ Quallis, 175 

Quoits, 173 

Ring and Arrow Game, 179 
Ring and Pin Game, 175 
Robin’s Alive, 91 

Rolling Target, 176 
Russian Hole Ball, 212 
Sale of Honey Pots, 100 
Salmon Hunting, 203 
Schlag Tag, 228 
Schoenophilinda, 123 
Select Fruit, 72 

Slaves, 192 

Slipper Slap, 91 

Snow Dart, 176 

Snow Snake, 178 

Spearing the Disk, 42 
Spoon Ball Carry Relay, 155 
Stealing the Bone, 228 
Stone Game, 43 

Stone Throwing Game, 179 
Striking the Stick, 63 
Tack-Whang! Tack-Whang!, 50 
Tap the Line, 56 

Throw Cash, 79 

Tiger Trap, 72 
Tokoinainas, 179 
Trencher, 102 

Triangle Ball, 124 

Turn Around Game, 174 
Tutush, 53 

Verlos, 129 

Water Sprite, 72 

Weaving Relay, 155 
Whipping Tops, 180 
Whisper to the Priest, 197 
Widower’s Game, 24, 229 
Windmill, 128 

Witti Danda, 132 

Zune, 180 
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Quiet Games 


A Counting-out Game, 151 

Ankh Michauli, 133 

Big Lantern Game, 150 

Coin Game, 202 

Cow’s Eye, 66 

Cup Game, 150 

Daya Aur Bachcha, 133 

Egg Game, 141 

Eyes Held, 133 

Filberta, 145 

Flower Match, China, 75; Japan, 151; 
Korea, 157 

Galakdham, 137 

Gallitos, 219 

Grab-bag, 220 

Grass Blades, China, 76; Japan, 151; 
Korea, 158 

Guessing Game, 49 

Guessing Game No. 1, 173 

Hana, Hana, Hana, Kuchi, 151 

Honor, 76 

Hunting the Ring, 158 

Jan-Ken-Po, 151 

Journey to Heaven, 137 


Konkonchiki, 152 
Kon-rim-tja, 158 

Kumi, 152 

Kwai-Indao, 175 
Laughing Game, 204 
Mealie Game, 39 
Mek-Kong, 159 

Morral, 220 

Motion Tag, 231 

Nose, Nose, Nose, Mouth, 151 
Nurse and Child, 133 
Painting Sand Pictures, 146 
Palomitas, 220 

Pebble Game, 124 
Qakela, 40 

Round Game, 42 
Satsuma Ken, 149 

Seek for Gold, 79 

Sick Man, 165 
Tawanan, 204 
Tjon-Mak-Teki-Ki, 159 
Water the Flowers, 73 
Wee Bologna Man, 216 


PLAYING AREA 


Games for the Gymnasium 


African London Bridge, 37 

Agawong Sulok, 196 

Alpine Tag, 110 

Angel and Imp, Cuba, 84; Puerto Rico, 
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Angel and the Devil, 162 

Arrema, 163 

Atya Patya, 134 

Bag Race, 128 

Bagal, 201 

Ball Game, 167 

Ball Kick Game, 167 

Bamboo Pole Race, 153 

Banosha Bendeshesha, 234 

Bao, 201 

Barley Break, 111 

Bas, 173 

Baste the Bear, Denmark, 88; Germany, 
ie 

Battledore and Shuttlecock, 175 

Bato Pano, 197 


Big Bear And Little Bear, 64 

Bimbo, 143 

Blackthorn, 92 

Blarney Stone, 140 

Blind Man-bee, 134 

Blind Man’s Buff, Greece, 118; Sweden, 
No. 1, 227; Sweden, No. 2, 227 

Borken Topa, 190 

Bounce the Ball, 156 

Bouncing Ball, 74 

Brazen Fly, 118 

Bulong Pare, 197 

Buying a Lock, 80 

Calabash, 43 

California Relay, 181 

Call the Chickens Home, 64 

Cat After Mouse, 92 

Cat and Dog, 200 

Cat and Mouse, 64 

Catching Fishes in the Dark, 65 

Catching the Snake’s Tail, 68 
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Centipede, 118 

Charlie over the Water, 214 

Chicken Market, 144 

Chili Chelone, 119 

Chinese Chicken, 75 

Chinese Wall, 65 

Chinnabeer, 190 

Chivas, 164 

Chytrinda, 119 

Circle Thread the Needle, 106 

Coconut Shell Hitting, 201 

Come On, 48 

Cow’s Eye, 66 

Cow’s Tail, 66 

Crab Race, 153 

Crown the King, 112 

Dakpanay, 198 

Danish Rounders, 87 

Deeb, 187 

Defending the Pass, 120 

Digging Peanuts, 198 

Dima, 190 

Disco, 102 

Dodge Ball, 169 

Dodge Ball for Three, 93 

Dodger Tag, 95 

Dog and Hare, 89 

Dog Collar, 110 

Dove and Hawk, 71 

Duda Tara, 132 

Easter Game, 113 

Eating Fish’s Tail, 68 

Egg Game, 141 

Ephebike and Epikoinos, 115 

Exchange, 108 

Exchange Race, 104 

Fiber Game, 58 

Fielding Race, 105 

Fire on the Mountains, 214 

Fish Game, 89 

Fishing By Hand, 68 

Five and Ten, 103 

Flower Match, China, 75; Japan, 151; 
Korea, 157 

Flower Pot, 80 

Follow Chase, 144 

Forcing the City Gates, 68 

Fox and Geese, 69 

Frog Dance, 60 

Fruit Sale, 70 

Gallitos, 219 

German Egg Game, 113 

Get a Corner, 196 

Glass Blower, 193 

Going to Jerusalem, 112 
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Going to Town, 81- 
Goodoo-Goodoo, 134 
Grab the Husk, 200 


Grandmother Steps with Pat Bouncing, 


95 
Greek Ball Game, 116 
Guard the Blind, go 
Guessing Game, 49 
Gul Tara, 132 
Ha-do-do, 135 
Ha-Goo, 48 
Ha-Taik-Kyen-Ha-Ki, 159 
Handball, 218 
Hands and Feet Race, 47 
Harbors of Truth, 148 
Hawks Catching Young Chickens, 96 
Hen and Chickens, 96 
Hen and Wild Cat, 38 
Hit the Pot, 224 
Hoop Game, 102 
Hop Tag, 231 
Horse, Africa, 44; Japan, 148 


How Do You Like Your Neighbor?, 
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Human Skittles, 93 
Hunt the Slipper, 121 
Ichapsil Eckumpi, 174 
Indian Wrestling, 183 
Japanese Tag, 149 
Jingling Match, 96 
Jump over Thorns, 202 
Jumping Bars, 58 
Jumping Forward Race, 48 
Kabaddi, 135 

Kapati, 135 

Kauri Karel Wail, 136 
Khokad, 136 

Kick the Shoes, 77 
King’s Rebels, 96 
Kinxe, 1609 

Kuku Kuku, 191 
Kutkot Mani, 198 
Kwai-Indao, 175 

La Candelita, 208 

La Cebollita, 208 
Ladder Jump, 105 
Laughing Game, 204 
Lend, Lend, Fire, 22 
Let out the Doves, 71 
Little Candle, The, 208 
Little Onion, The, 208 
Long Donkey, 235 
Loo K’Bah Zee, 60 
Loop Touch, 105 
Lucky Leaf, 143 
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Luksong-Tinek, 202 

Making the Wood Jump, 174 

Man Wheel, 82 

Mealie Game, 39 

Meat or Vegetables, 77 

Melon Dance, 36 

Monas De Estrano, 163 

Motion Tag, 231 

Mounting Mollaks, 192 

Musk Oxen, 48 

My Lady’s Toilet, England, 97; France, 
107 

Noo-Gloo-Took, 49 

Nyang-Pan-No-Rum, 160 

Ocean is Stormy, The, 89 

Oil in the Church Has Given Out, The, 
236 

Olympic, 117 

One-Legged Race, 154 

Onumla, 175 

Oomingmuk, 48 

Otadama, 147, 153 

Ousum Eshek, 235 

Oyster Shell, 122 

Pebble Chase, 122 

Pell Mell, 98 

Pelota, 224 

Persian Leap Frog, 190 

Phugadi, 138 

Piggy Back Race, 154 

Piko Piko, 198 

Pilma, 221 

Pin and Stick Game, 49 

Policemen and Pirates, 85 

Presohan, 199 

Prisoner, 199 

Prisoner’s Base, 98 

Protecting Eggs, 71 

Pusa at Aso, 200 

Qakela, 40 

Qua’ Quallis, 175 

Quoits, 173 

Red Rover, 99 

Relievo, 100 

Riding the Bicycle, 83 

Ring and Arrow Game, 179 

Ring and Pin Game, 175 

Robbers, 232 

Robin’s Alive, 91 

Rolling Target, 176 

Round Game, 42 

Sale of Honey Pots, 100 

Salmon Hunting, 203 

Sambunot, 200 


Schlag Tag, 228 
Schoenophilinda, 123 
Scitter Scatter, 185 

Seek for Gold, 79 

Select Fruit, 72 
Shuttlecock, 79 

Shuttle Feather, 104 
Sick Man, 165 

Skin the Snake, 82 
Slaengenkompas, 185 
Slaves, 192 

Slipper Slap, 91 
Smugglers, ror 

Spanish Fly, 223 
Spinning Tops, 51 
Spoon Ball Carry Relay, 155 
Statue, 149 

Stealing Sticks, 215 
Stealing the Bone, 228 
Steering in Two’s, 106 
Stool Ball, ror 

Straddle the Pole Catch, 60 
Surprise Ball, 117 

Tag Game, 198 
Taia-ya-taia, 41 

Tandem Tag, 93 

Tap the Line, 56 
Tawanan, 204 

Thlinget Tribe Game, 49 
Throw the Handkerchief, 197 
Throwing to the Stars, 132 
Tiger Trap, 72 
Ting-a-ling, 211 
Tintarella, 225 
Tokoinawas, 179 
Torero, 22 

Toss Ball, 172 
Trencher, 102 

Triangle Ball, 124 
Turning the Mill, 82 
Verlos, 129 

Warship Race, 155 
Water Sprite, 72 

Water the Flowers, 73 
Weaving Relay, 155 

Wee Bologna Man, 216 
Whirling Circles, 183 
Whisper to the Priest, 197 
Widower’s Game, 229 
Windmill, 128 

Wolf, 187 

Wolf and Lamb, 145 
Wrestling Match, 196 
Zum Zum, 61 


Index 


Games for the Playground 


African London Bridge, 37 

Agawong Sulok, 196 

Alam, 187 

Alpine Tag, 110 

Angel and Imp, Cuba, 84; Puerto Rico, 
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Angel and Devil, 162 

Archery, 137 

Archery Game, 180 

Arrema, 163 

Ashog, 192 

Atya Patya, 134 

Bag Race, 128 

Bagal, 201 

Ball and Bat Game, 132 

Ball and Darts Game, 174 

Ball Game, 167 

Ball Kick Game, 167 

Ball Play, 168 

Bamboo Pole Race, 153 

Banosha Bendeshesha, 234 

Bao, 201 

Barley Break, 111 

Bas, 173 

Baste the Bear, Denmark, 88; Germany, 
112 

Bathing Game, 38 

Battledore and Shuttlecock, 175 

Bato Pano, 197 

Big Bear and Little Bear, 64 

Bimbo, 143 

Blackthorn, 92 

Blarney Stone, 140 

Blind Man’s Buff, Africa, 38; Greece, 
118; Sweden No. 1, 227; Sweden No. 
Dy DAY 

Blow the Horn, 108 

Bola, 219 

Borkem Topa, 190 

Bounce the Ball, 156 

Bouncing Ball, 74 

Bowling the Maika Stone, 126 

Brazen Fly, 118 

Bulong Pare, 197 

Buying A Lock, 80 

Calabash, 43 

California Relay, 181 

California Relay Football, 181 

Call the Chickens Home, 64 

Canicas, 219 

Cat After Mouse, 92 

Cat and Dog, 200 


Cat and Mouse, 64 
Catching Fishes in the Dark, 65 
Catching the Snake’s Tail, 68 
Centipede, 118 

Charlie Over the Water, 214 
Chicken Market, 144 

Chili Chelone, 119 

Chinese Chicken, 75 
Chinese Wall, 65 
Chinnabeer, 190 

Chivas, 164 

Chytrinda, 119 

Circle Thread the Needle, 106 
Clam Shell Combat, 158 
Clown Game, 182 

Coconut Shell Hitting, 201 
Come On, 48 

Cow’s Eye, 66 

Cow’s Tail, 66 

Crab Race, 153 

Crown the King, 112 
Dakpanay, 198 

Danish Rounders, 87 
Deeb, 187 

Defending the Pass, 120 
Dempig, 53 

Digging Peanuts, 198 
Dima, 190 

Disco, 102 

Dodge Ball, 169 
Dodge Ball for Three, 93 
Dodger Tag, 95 

Dog and Hare, 89 

Dog Collar, 110 

Donkey Game, 53 

Dove and Hawk, 71 

Duck on a Rock, 120 
Duda Tara, 132 

Early Ball Game, 218 
Easter Game, 113 

Eating Fish’s Tail, 68 
Ephebike and Epikoinos, 115 
Epkedrisnos, 115 
Esh-Khaghoog, 53 

Eskimo Football, 46 
Enchange, 108 

Exchange Race, 104 

Fiber Game, 58 

Fielding Race, 105 

Fire on the Mountains, 214 
Fish Game, 89 

Fishing by Hand, 68 


Index 


Fist Ball, 131 

Five and Ten, 103 

Flower Match, China, 75; Japan, 151; 
Korea, 157 

Flower Pot, 80 

Follow Chase, 144 

Football, 195 

Forcing the City Gates, 68 

Fox and Geese, 69 

Foxes and Cabbages, 69 

Frog Dance, 60 

Fruit Sale, 70 

Gallitos, 219 

Gegoudge, 49 

Gend Ko Nukka Marna, 131 

German Egg Game, 113 

Get a Corner, 196 

Glass Blower, 193 

Going to Town, 81 

Goodoo-Goodoo, 134 

Grab the Husk, 200 

Grandmother Steps with Pat Bouncing, 


95 

Grass Blades, China, 76; Japan, 151; 
Korea, 158 

Greased Pole Contest, 196 

Guard the Blind, 90 

Guessing Game, 49 

Guli Danda, 132 

Ha-do-do, 135 

Ha-Goo, 48 

Ha-Taik-Kyen-Ha-Ki, 157 

Hal Hai Jas, 174 

Handball, 36 

Hands and Feet Race, 47 

Hand Tag, 145 

Hathamoune, 174 

Hawk Catching Young Chickens, 70 

Hen and Chickens, 96 

Hen and Wild Cat, 38 

Hide and Seek, 191 

Hit the Pot, 224 

Hockey, China, 63; Syria, 231 

Honor, 76 

Hoop Game, 102 

Hop Tag, 231 

Hopi Tribe Game, 179 

Horse, Africa, 44; Japan, 148 

House Cleaning Relay, 154 

How Do You Like Your Neighbor?, 


234 
Human Skittles, 93 
Hunting the Ring, 158 
Hunt the Fox, 96 
Hunt the Slipper, 121 


I Have Bound You, 39 
Ichapsil Eckumpi, 174 
Iddi, 183 

Indian Wrestling, 183 
Inzema, 41 

Japanese Tag, 149 
Jingling Match, 96 
Jump Over Thorns, 202 
Jump the Stick, 44 
Jumping, 53 

Jumping Bars, 58 
Jumping Forward Race, 48 
Jumping Fox, 63 
Kabaddi, 135 

Kaddir, 235 
Kage-bohi-onigo, 149 
Kapati, 135 

Kauri Karel Wail, 136 
Khokad, 136 

Khuurak, 188 

Kick the Marbles, 76 
Kick the Shoes, 77 
Kicking the Stick, 183 
King’s Rebels, 96 
Kinxe, 169 
Kittuppullu, 133 
Knocking the Stick, 77 
Kuku Kuku, tor 
Kutkot Mani, 108 
Kwai-Indao, 1/: 

La Candelita, 208 

La Cebollita, 208 
Ladder Jump, 105 
Laughing Game, 204 
Lend, Lend, Fire, 227 
Let Out the Doves, 71 
Little Candle, The, 208 
Little Onion, The, 208 
Long Donkey, 235 

Loo K’Bah Zee, 60 
Loop Touch, 105 
Lucky Leaf, 143 
Luksong Tinek, 202 
Making the Wood Jump, 174 
Man Wheel, 82 
Marbles, 192 

Mealie Game, 39 
Meat or Vegetables, 77 
Melon Dance, 36 
Monas De Estrano, 163 
Moon and Morning Stars, 223 
Moon and Stars, 164 
Motion Tag, 231 
Mount Ball, 116 
Mounting Mollaks, 192 
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Mule, 235 
Noo-Gloo-Took, 49 
Nsikwa, 42 
Nyang-Pan-No-Rum, 160 
Ocean is Stormy, The, 89 


Oil in the Church has een Ourthe: 


236 
Olympic, 117 
One-Legged Race, 154 
Onumla, 175 
Oomingmuk, 48 
Ousum Eshek, 235 
Over the Hill Shinny, 46 
Owl and Wolf, 40 
Oyster Shell, 122 
Painting Sand Pictures, 146 
Palo Sebo, 196 
Palomitas, 220 
Pase En Order, 203 
Pass in Order, 203 
Pebble Chase, 122 
Pell Mell, 98 
Pelota, 224 
Persian Leap Frog, 100 
Phugadi, 138 
Piggy Back Race, 154 
Piko Piko, 198 
Pilma, 221 
Pitch Brickbats, 78 
Policemen and Pirates, $5 
Presohan, 199 
Primitive Game, 40 
Prisoner, 199 
Prisoner’s Base, 98 
Prop and the Money, 221 
Protecting Eggs, 71 
Pusa At Aso, 200 
Qakela, 40 
Quoits, 173 
Red Rover, 99 
Reindeer Hunt, 50 
Relievo, 100 
Riding the Bicycle, 83 
Ring and Arrow Game, 179 
Robbers, 232 
Robbers and Soldiers, 90 
Robin’s Alive, 91 
Rolling Down the Hill, 50 
Rolling Target, 176 
Round Game, 42 
Russian Hole Ball, 212 
Saddlebags, 170 
Sale of Honey Pots, 100 
Salmon Hunting, 203 
Sambunot, 200 


Index 


Schlag Tag, 228 
Schoenophilinda, 123 
Scitter Scatter, 185 
Seashore Football, 171 
Seek for Gold, 79 

Seizing the Ball, 206 
Select Fruit, 72 

Shadow Tag, 149 

Shinny, 47 

Shinny (circle), 177 
Shinny (Wood), 177 
Shuttlecock, 79 

Shuttle Feather, 104 

Sick Man, 165 

Skaperda, 117 

Skin the Snake, 82 
Slaengenkompas, 185 
Slaves, 192 

Slipper Slap, 91 
Smugglers, ror 

Smuggling the Geg, 215 
Snow Dart, 176 

Snow Snake, 178 

Spanish Fly, 223 

Spearing the Disk, 42 
Spinning Tops, 51 

Spoon Ball Carry Relay, 155 
Statue, 149 

Stealing Sticks, 215 
Stealing the Bone, 228 
Steering in Two’s, 106 
Stone Game, 43 

Stone Throwing Game, 179 
Stool Ball, tor 

Straddle the Pole Catch, 60 
Striking the Stick, 63 
Surprise Ball, 117 
Tack-Whang! Tack-Whang!, 50 
Tag Game, 198 
Taia-ya-taia, 41 

Tandem Tag, 93 

Tap the Line, 56 
Tawanan, 204 

Thlinget Tribe Game, 49 
Throw Cash, 79 

Throw the Handkerchief, 197 
Throwing to the Stars, 132 
Tied Monkey, 41 

Tiger Trap, 72 

Tiggy Touchwood, 102 
Ting-a-ling, 211 
Tintarella, 225 

Tip Cat, 94 

Tokoinamas, 179 

orero, 225 
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Toss Ball, 172 Wela, 179 

Tree Toad, 123 Whipping Tops, 180 
Trencher, 102 Whirling Circles, 183 
Triangle Ball, 124 Whisper to the Priest, 197 
Tsatgerdan, 53 Widower’s Game, 24, 229 
Turn Around Game, 174 Windmill, 128 

Turning the Mill, 82 Witti Danda, 132 

Tutush, 53 Wolf, China, 74; Japan, 149; Palestine, 
Verlos, 129 187 

Warship Race, 155 Wolf and Lamb, 145 
Water Sprite, 72 Wrestling Match, 196 
Weaving Relay, 155 Zum Zum, 61 

Wee Bologna Man, 216 Zune, 180 


Games for the Schoolroom 


A Counting-Out Game, 151 Konkonchiki, 152 

Animals, 94 Kon-rim-tja, 158 

Ankh Michauli, 133 Kumi, 152 

Bas, 173 Laughing Game, 204 

Bead Guessing Game, 172 Mealie Game, 39 

Big Lantern Game, 150 Mek-Kong, 159 

Calabash, 43 Morral, 220 

Coin Game, 202 Noo-Gloo-Took, 49 

Cup Game, 150 Nose, Nose, Nose, Mouth, 151 

Defending the Pass, 120 Nurse and Child, 133 

Easter Game, 113 Otadama, 154 

Egg Game, 141 Pebble Game, 724 

Eyes Held, 133 Pin and Stick Game, 49 

Fire on the Mountains, 214 Pinata, 164 

Flower Match, China, 75; Japan, 151; Qua’ Quallis, 175 
Korea, 157 Quoits, 173 

Flower Pot, 80 Ring and Pin Game, 175 

Galakdhan, 137 Robin’s Alive, gt 

German Egg Game, 113 Round Game, 42 

Going to Town, 81 Satsuma Ken, 149 

Grab-bag, 220 Seek for Gold, 79 


Guessing Game, Alaska, 49; N. Am. Sick Man, 165 
Indian No. 1, 173; N. Am. Indian Slipper Slap, 91 


NORA? Tawanan, 204 
Hal Hai Jas, 174 Thlinget Tribe Game, 49 
Hana, Hana, Hana, Kuchi, 151 Tjon-Mak-Teki-Ki, 159 
Honor, 76 Turn Around Game, 174 
Jan-Kem-Po, 151 Turning the Mill, 82 
Journey to Heaven, 137 Wee Bologna Man, 216 


TYPE OF GAME 


Athletic Games 


Alam, 187 Ball Kick Game, 167 


Ball and Bat Game, 132 Ball Play, 168 
Ball Game, 167 Clown Game, 182 
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Danish Rounders, 87 

Dodge Ball, 169 

Dodge Ball for Three, 93 
Duda Tara, 132 

Early Ball Game, 218 
Ephebike and Epikoinos, 115 
Epkedrisnos, 115 

Eskimo Football, 46 

Fist Ball, 131 

Football, 195 

Gend Ko Nukka Marna, 131 
Greek Ball Game, 116 

Guli Dande, 132 

Gul Tara, 132 

Handball, 36 

Hockey, China, 63; Syria, 231 
Human Skittles, 93 

Jumping Fox, 63 

Kinxe, 169 

Kittuppullu, 133 


Index 


Melon Dance, 36 
Mount Ball, 116 
Olympic, 117 

Over the Hill Shinny, 46 
Pilma, 221 

Saddlebags, 170 
Sand-bag Ball, 47 
Seashore Football, 171 
Seizing the Ball, 206 
Shinny, 47 

Shinny (circle), 177 
Shinny (wood), 177 
Striking the Stick, 63 
Surprise Ball, 117 
Throwing to the Stars, 132 
Tip Cat, 94 

Toss Ball, 172 

Tutush, 53 

Witti Danda, 132 


Contests 


Bag Race, 128 
Dog Collar, 119 
Frog Dance, 60 
Greased-Pole Contest, 196 
Hands and Feet Race, 47 


Horse, Africa, 44; Japan, 148 
Jumping Forward Race, 48 
Palo Sebo, 196 

Skaperda, 117 

Wrestling Match, 196 


Hunting Games 


African London Bridge, 37 

Agawong Sulok, 196 

Alpine Tag, 110 

Angel and Imp, Cuba, 84; Puerto Rico, 
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Angel and the Devil, 162 

Animals, 94 

Ankh Michauli, 133 

Atya Patya, 134 

Banosha Bendeshesha, 234 

Barley Break, 116 

Baste the Bear, Denmark, 88; Germany 
112 

Bathing Game, 38 

Bato Pano, 197 

Big Bear and Little Bear, 64 

Bimbo, 143 

Blackthorn, 92 

Blarney Stone, 140 

Blind Man-bee, 134 

Blind Man’s Buff, Africa, 38; Greece, 


118; Sweden, No. 1, 227; Sweden, 
INOM 227 
Blow the Horn, 108 
Borkem Topa, 190 
Brazen Fly, 118 
Bulong Pare, 197 
Call the Chickens Home, 64 
Cat After Mouse, 92 
Cat and Dog, 200 
Cat and Mouse, 64 
Catching Fishes in the Dark, 65 
Catching the Snake’s Tail, 68 
Centipede, 118 
Charlie Over the Water, 214 
Chicken Market, 144 
Chili Chelone, 119 
Chinese Wall, 65 
Chinnabeer, 190 
Chytrinda, 119 
Come On, 48 
Cow’s Eye, 66 


Index 


Cow’s Tail, 66 

Crown the King, 112 
Dakpanay, 198 

Daya Aur Bachcha, 133 
Deeb, 187 

Defending the Pass, 120 
Dempig, 53 

Digging Peanuts, 198 
Dima, 190 

Dodger Tag, 95 

Dog and Hare, 89 
Donkey Game, 53 
Dove and Hawk, 71 
Duck on a Rock, 120 
Eating Fish’s Tail, 68 
Esh-Khaghoog, 53 
Exchange, 108 

Eyes Held, 133 

Fish Game, 89 

Fishing by Hand, 68 
Follow Chase, 144 
Forcing the City Gates, 68 
Fox and Geese, 69 
Foxes and Cabbages, 69 
Fruit Sale, 70 

Get a Corner, 196 
Going to Jerusalem, 112 
Goodoo-Goodoo, 134 
Grab the Husk, 200 
Grandmother Steps with Pat Bouncing, 


95 
Guard the Blind, 90 
Ha-do-do, 135 
Ha-Goo, 48 
Hand Tag, 145 
Harbors of Truth, 148 
Hawk Catching Young Chickens, 70 
Hen and Chickens, 96 
Hen and Wildcat, 38 
Hide and Seek, 191 
Hoop Game, 102 
Hop Lag, 231 
How Do You Like Your Neighbor?, 

234 
Hunt the Fox, 96 
Hunt the Slipper, 12r 
I Have Bound You, 39 
Japanese Tag, 149 
Jingling Match, 96 
Jumping, 53 
Kabaddi, 135 
Kaddir, 235 
Kage-bohi-onigo, 149 
Kapati, 135 
Kauri Karel Wail, 136 
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Khokad, 136 
Khuurak, 188 
Kick the Marbles, 76 
King’s Rebels, 96 
Kuku Kuku, 191 
Kutkot Mani, 198 
La Candelita, 208 
La Cebollita, 208 
Lend, Lend, Fire, 227 
Let Out the Doves, 71 
Little Candle, The, 208 
Little Onion, The, 208 
Loo K’Bah Zee, 60 
Lucky Leaf, 143 
Moon and Morning Stars, 223 
Motion Tag, 231 
Mounting Mollaks, 192 
Mule, 235 
Musk-oxen, 48 
My Lady’s Toilet, England, 97; France, 
107 
Nurse and Child, 133 
Ocean is Stormy, The, 89- 
Oomingmuk, 48 
Owl and Wolf, 40 
Oyster Shell, 122 
Pebble Chase, 122 
Pell Mell, 98 
Persian Leap Frog, 190 
Piko Piko, 198 
Policemen and Pirates, 85 
Presohan, 199 
Primitive Game, 40 
Prisoner, 199 
Prisoner’s Base, 98 
Protecting Eggs, 71 
Pusa At Aso, 200 
Qakela, 40 
Red Rover, 99 
Relievo, too 
Robbers, 232 
Robbers and Soldiers, 90 
Robin’s Alive, 91 
Sale of Honey Pots, 100 
Sambunot, 200 
Satsuma Ken, 149 
Schlag Tag, 228 
Schoenophilinda, 123 
Scitter Scatter, 185 
Select Fruit, 72 
Shadow Tag, 149 
Slaengenkompas, 185 
Slaves, 192 
Slipper Slap, 191 
Smugglers, ror 
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Smuggling the Geg, 215 
Spanish Fly, 223 

Statue, 149 

Stealing Sticks, 215 
Stealing the Bone, 228 
Stool Ball, ror 

Straddle the Pole Catch, 60 
Tag Game, 198 
Taia-ya-taia, 41 

Tap the Line, 56 

Throw the Handkerchief, 197 
Tied Monkey, 41 

Tiger Trap, 72 

Tiggy Touchwood, 102 
Ting-a-ling, 211 


Index 


Torero, 223 

Tree Toad, 123 

Trencher, 102 

Tsatgerdan, 53 

Verlos, 129 

Water Sprite, 72 

Water the Flowers, 73 
Whisper to the Priest, 197 
Widower’s Game, 24, 229 
Windmill, 128 

Wolf, China, 74; Japan, 149; Palestine, 


187 
Wolf and Lamb, 145 
Zum Zum, 61 


Pastime Games 


A Counting-Out Game, 151 

Archery, 137 

Archery Game, 180 

Arrema, 163 

Ashog, 192 

Bagal, 201 

Ball and Darts Game, 174 

Bao, 201 

Bas, 173 

Battledore and Shuttlecock, 175 

Bead Guessing Game, 172 

Big Lantern Game, 150 

Bola, 219 

Bouncing Ball, 74 

Bowling the Maika Stone, 126 

Canicas, 219 

Chinese Chicken, 75 

Chivas, 164 

Clam Shell Combat, 158 

Coconut Shell Hitting, 201 

Coin Game, 202 

Cup Game, 150 

Disco, 102 

Easter Game, 113 

Egg Game, 141 

Fiber Game, 58 

Filberta, 145 

Fire on the Mountains, 214 

Five and Ten, 103 

Flower Match, China, 75; Japan, 151; 
Korea, 157 

Galakdham, 137 

Gallitos, 219 

Gegoudge, 49 

German Egg Game, 113 

Grab-bag, 220 


Grass Blades, China, 76; Japan, 151; 
Korea, 158 

Guessing Game, 49 

Guessing Game No. 1, 173 

Guessing Game No. 2, 173 

Hal Hai Jas, 174 

Hana, Hana, Hana, Kuchi, 151 

Hathamoune, 174 

Hit the Pot, 224 

Honor, 76 

Hopi Tribe Game, 179 

Hunting the Ring, 158 

Ichapsil Eckumpi, 174 

Inzema, 41 

Jan-Kem-Po, 151 

Journey to Heaven, 137 

Jump Over Thorns, 202 

Kick the Marbles, 7 

Knocking the Stick, 77 

Konkonchiki, 152 

Kon-rim-tja, 158 

Kumi, 152 

Kwai-Indao, 175 

Laughing Game, 204 

Luksong-Tinek, 202 

Making the Wood Jump, 174 

Marbles, 191 

Mealie Game, 39 

Meat or Vegetables, 77 

Mek-Kong, 159 

Monas de Estrano, 163 

Moon and Stars, 164 

Morral, 220 

Noo-Gloo-Took, 49 

Nose, Nose, Nose, Mouth, 151 

Nsikwa, 42 
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Onumla, 175 Seek for Gold, 79 
Otadama, 153 Shuttlecock, 79 

Painting Sand Pictures, 146 Shuttle Feather, 104 
Palomitas, 220 Sick Man, 165 

Pase En Order, 203 Snow Dart, 176 

Pass in Order, 203 Snow Snake, 178 

Pebble Game, 124 Spearing the Disk, 42 
Pelota, 224 Stone Game, 43 

Pin and Stick Game, 49 Stone Throwing Game, 179 
Pinata, 164 Tack-Whang! Tack-Whang!, so 
Pitch Brickbats, 78 Tawanan, 204 

Prop and the Money, 221 Thlinget Tribe Game, 49 
Qua’ Quallis, 175 Throw Cash, 79 

Quoits, 173 ; Tjon-Mak-Teki-Ki, 159 
Reindeer Hunt, so Tokoinawas, 179 

Riding the Bicycle, 83 Triangle Ball, 124 

Ring and Arrow Game, 179 Turn Around Game, 174 
Ring and Pin Game, 175 Wee Bologna Man, 216 
Rolling Target, 176 Wela, 179 

Round Game, 42 Whipping Tops, 180 
Russian Hole Ball, 212 Zune, 180 


Salmon Hunting, 203 


Relays 
Bamboo Pole Race, 153 Ladder Jump, 105 
California Relay, 181 Loop Touch, 105 
California Relay Football, 181 One-Legged Race, 154 
Crab Race, 153 Piggy Back Race, 154 
Exchange Race, 104 Spoon Ball Carry Relay, 155 
Fielding Race, 105 Warship Race, 155 
House Cleaning Relay, 154 Weaving Relay, 155 
Iddi, 183 Whirling Circles, 183 
Kicking the Stick, 183 

Stunts 
Bounce the Ball, 156 Nobleman’s Play, 160 
Buying a Lock, 80 Nyang-Pan-No-Rum, 160 
Calabash, 43 Oil in Church has Given Out, The, 236 
Circle Thread the Needle, 106 Ousum Eshek, 235 
Flower Pot, 80 Phugadi, 138 
Glass Blower, 193 Rolling Down the Hill, 50 
Going to Town, 81 Skin the Snake, 82 
Ha-Taik-Kyen-Ha-Ki, 159 Spinning Tops, 51 
Horse, Africa, 44; Japan, 148 Steering in Two’s, 106 
Indian Wrestling, 183 Tandem Tag, 93 
Jump the Stick, 44 Tintarella, 225 
Jumping Bars, 58 Tip Cat, 94 A 
Long Donkey, 235 Turning the Mill, 82 


Man Wheel, 82 


ALPHABETICAL INDEX 


A Counting-Out Game, I51 
Adjust, 12, 13 

Adjustment, 12 

Africa, 35 

African London Bridge, 37 
Agawong Sulok, 196 

Alam, 187 

Alaska, 26, 45 

Alpine Tag, 110 

America, 4, 16, 25, 26, 27 
American, 2, 3, 4, I 

Angel and Imp, Cuba, 84; Puerto Rico, 
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Angel and the Devil, 162 

Animals, 94 

Ankh Michauli, 133 

Appreciation of human relationships, 21; 
of life, 9; of other peoples, 9, 11, 27; 
of standards of conduct, 18 

Archery, 137 

Archery Game, 180 

Armenia, 52 

Arrema, 163 

Ashog, 192 

Athletic Game, 30 

Attitudes, social, 8; teacher’s, 17; to 
create, 9; to develop, 15 

Atya Patya, 134 

Authority, 18 


Bag Race, 127, 128 
Bagal, 201 

Balkan States, 235 

Ball and Bat Game, 132 
Ball and Darts Game, 174 
Ball Game, 167 

Ball Kick Game, 167 

Ball Play, 168 
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Jump Over Thorns, 202 of, 1; motor activities of, 4 
Jump the Stick, 44 Marriage, 24 
Jumping, 53 Man Wheel, 82 
Jumping Bars, 57, 58 Marbles, 3, 192 
Jumping Forward Race, 48 Mealie Game, 39 
Jumping Fox, 63 Meat or Vegetables, 77 
Jumping Rope, 3 Mek-Kong, 159 
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